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ABOUT THE COVER 
This beautiful boxed diorama 
is the work of the Reverend 
Spencer van Gulick whose 
magnificent models are ex- 
amined further in our feature 
article in this issue. 
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F antasy Modeling has been out 
among you, the public, and it is 
now time to examine how you 
feel and what you would like to see that 
we have not been able to anticipate. 
Although your mail to us was some* 
what limited, there were some very 
strong feelings expressed. In an effort to 
eater to these we are making certain ad- 
justments in our format as we strive to 
improve this publication. 

The first criticism, and, I feel, a justifi- 
able one. was that there was not 
enough materiał on how to paint. 
weather and super-detail spaceships 
and plastic kits. In order to enlarge this 
section we have been fortunate in ac- 
ąuiring the services of several recog- 
nized experts in the field. Andrew 
Yanchus was formerly employed as de¬ 
sign adviser to the Aurora Company 
and has continued his keen interest in 
plastic modeling ever sińce as a mem- 
ber of the l.P.M.S. Dave Cockrum. who 
is also a very outstanding plastic mod- 
eler and a comic strip artist. will be 
bringing us articles on his own scratch- 
building as well as an illustrated “how 
to“ series in each issue. To further sup- 
plement this department we will have 
articles from a U.S. Navy modeler who 
builds only space hardware from spe- 
cific plans. We also hope to have on 
hand articles from Martin J. Bower 
whose work has graced such films as 
Space 1999 and Star Wars. So I feel 
that in the futurę your reąuests in this 
department will be properly catered to. 

There were also a large number of 
complaints about the typographical er- 
rors, and the flipping and mis-caption- 
ing of photographs. I know there can be 
no justifiable excuses for such mistakes 


and I humbly apologise for these. I will 
only say in smali defense that this issue 
was put together in a scrambled hurry 
and without a set staff. We hope that 
these vagaries will be under far greater 
control in the futurę. 

Several mentions were madę of hav- 
ing a modelers’ photo competition in 
each issue. I think this would be an 
added inducement for you to send us 
photographs of your work and I heartily 
endorse this excellent idea. However, I 
do request that all materiał for the next 
issue should be in our hands by March 
1, 1981. 

Some of you complain that wc should 
not be getting involved with war 
games. My reply to that is Fantasy 
Modeling must include all aspects of its 
title. Any time you participate in a role 
playing or war gamę you are indulging 
in fantasy. We must therefore include 
this in our format. 

One other aspect that your letters has 
madę very elear is that we failed to in¬ 
clude sources of distribution and sup- 
ply for the manufactured articles we 
carry editorially. This is a very cogent 
fact and we shall certainly see that any- 
thing we show has an address to which 
you can write for purchasing Informa¬ 
tion. We cannot, of course, be responsi- 
ble for what our advertisers say in their 
ads. 

All in all, I was very gratified by your 
mail which was on the whole very con- 
structive and helpful. In the next issue 
we shall endeavor to include a “letters” 
section and we hope you will consider 
keeping us posted as to your specific in¬ 
terest and reąuirements. 

Philip O. Stearns 
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PLEASE SEND ME THESE FIGURES: 

_ LEETAH (Lead) at $12.00 ... $ 

_LEETAH (Pewter) at $19.50 . $ 

_CUTTER (Lead) at $12.00 .. $_ 

CUTTER (Pewter) at $19.50 $ 

NAME_ 

ADDRESS_ 

CITY_ST_ZIP_ 

DEALERS: lnquire tor Wholesale rates. 


XANADU COMICS AND COL- 


At this time we are featuring CUTTER 
and LEETAH. There will be other 
“ELFQUEST” characters auailable 
soon. Use the coupon below (or a 
copy) to place your order. The price 
includes postage and Insurance. 


LECTABLES, INC. is proud to 
offer these high quality metal 
reproductions of the famous 
“ELFQUEST” characters LEETAH 
and CUTTER. The figures stand three 
inches tali and come in two uersions: 
PEWTER and LEAD (suitable for 
painting). Each figurę is hand finished 
and is a truły accurate rendering of 
the character. The “ELFQUEST” 
figures are produced by PERTH 
PEWTER under exclusive license 
from Richard and Wendy Pini. 




















THE FANTASY WORLD OF 

THE REVEREND 
SPENCER 

VAN GULICK 


A minister brings Heavenly inspiration 
to his creative muse 


By PHILIP O. STEARNS 


T he annual competition of The 
Military Miniaturę Society of Il¬ 
linois is without doubt the most 
prestigious in the United States. Due to 
its uniąue system of judging, a Gold 
Medal at this event is a genuinely 
outstanding award inasmuch as the 
yearly number awarded has averaged 
only three and these go to the truły 
recognized masters of the art. In 1979, 
a modeler unknown to the vast majori- 
ty of the fratemity burst upon the scene 
with a resounding blast. Who is this 
incredible Rev. Spencer van Guliek? 
Where has he been and just who is he? 
were the cries of all the judges and par- 
ticipants suddenly staggered by his 
work. At the end of the competitions. 
the membership and the public were 
eąually stunned by the fact that the 
handsome young Reverend van Guliek 
emerged with an unprecedented two 
Gold Medals. the Best Exhibitor‘s 
Award and the Best of Show Award. 
This was certainly quite a monumental 


collection of outstanding laurels for an 
almost totally unknown artist to gar- 
nish at his first appearance in this 
venue although they were richly de- 
served. 

But what sort of a man is van Guliek 
and from whence comes that rich imag- 
ination and creative spark that drives a 
Presbyterian Minister into these wild 
flights of fantasy? To find out and at his 
invitation I journeyed to the modest 
town of Sharon, nestled in the north 
west corner of Pennsylvania. to visit 
with him and his family for a few truły 
elevating days. The Manse House bor- 
dering the Bethlehem United Presby¬ 
terian Church is a veritable museum of 
boxed dioramas. vignettes and single 
figures all reflecting his expression of 
life, of soul and of fantasy and reality. 

His early work includes a variety of 
commercially produced military and 
eivil figures in various scales. Although 
all of these are outstandingly painted 
and placed in exquisitely rendered set- 




tings, it is not until he started creating 
his own fantasy figures that his genius 
truły emerged. At the outset, the sculp- 
tural quality of Tim Richards from 
Phoenix Model Developments much 
attracted him. His inclusion of some of 
these figures in his own fantasy set- 
tings are what really make his work 
outstanding. In 1975 he started sculp- 
ting and creating his own figures. At 
first these were war-like creatures of his 
imagination, perhaps the outstanding 
of which is the Skullslayer. His latest 
creation, Guess Who’s Corning To Din- 
ner. reveals a delicious touch of humor 
combined with the real and fantasy, 
making the scene completely believ- 
able. This is true of another charm- 
ing scene in the diorama, Is That You, 
Daddy? This is of a smali boy in his 
sail-boat-decorated Dr. Denton pajamas 
standing just outside a country cottage 
door in answer to a knock and as yet 
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Guess Who’s Corning to Dinner? em- 
b o di es all of van Gulicks storytelling 
philosophy in diorama building. 


unaware of the pixies and beasties in 
the woods observing him. 

In all of his work, outside the strictly 
military, there are several strong influ- 
ences revealed. Illustrators Arthur 
Rackham and morę recently Brian 
Froud have madę deep impressions on 
both his visual and painting approach 
to his subjects. Both of these artists 
have a very monochromatic sense of 
color and seem to be strongly attracted 
to the shapes and forms of trees. 
Spencer says, “1 don‘t often admit this 
to people, but I find a great spiritual- 
relationship with trees and forests. I can 
commune with them and there exists a 



Who would think of a tree playing checkers with a demon? 
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silent communication between us. At 
times it has been so strong that I have 
just gone up and hugged a tree.” An 
aftemoon we spent hunting roots by a 
local river bank madę this totally com- 
prehensible to me as we both kept 
discovering the same roots at the same 
time. The similarity of Spencer’s 
“creatures” with those ofBrian Froud 
is inescapable, but Spencers are entire- 
ly the products of his own imagination. 
Another influence which led him into 
the world of miniatures was a favorite 
uncle, David. a medical illustrator at 
Michigan University. This man’s 
talents included landscape and portrai- 
ture as well as the creation of smali 
animated figures which eventually 
ended up in commercially edited foot¬ 
ball and boxing games. Spencer spent 
every available moment of his child- 
hood vacations in his uncle’s studio 
and it is apparent that much of what he 
saw there remained engraved in his 
me mory. 

“You will have a hard time writing 
anything about my methods or tech- 
niques in modeling because I honestly 
don’t know what I do or how I go about 
it. When I get an idea and it is firmly im- 
planted in my mind, 1 just go down to 
the basement and start to put it to- 
gether.” he told me. 

“That is a great oversimplification.“ 1 
replied. “But lets start at the begin- 
ning. Where do you get your ideas and 
how is it that they are so deeply rooted 
in the world of gnomes. goblins, gro- 
tesąues and the Tittle people’?” 

“Well. 1 suppose it is due to the fact of 
my very strict upbringing in my child- 
hood and that I really never had time to 
daydream or fantasize. When 1 redis- 
covered the art of miniatures 1 was able 
to release all of my pent up fantasies 
and my over-active imagination into 




Spencer and his wife, Ginny, contemplate the progress of his Speaking Tree 
diorama, inspired by ToIkien*s Lord of the Rings, 



An inn during the eighteenth century, using Phoenix figures. 


(his medium. My early readings were 
the Greek and Roman myths, the 
books of Sir Thomas Mallory. James 
Fennimore Cooper, the short stories of 
Poe. Knickerbocker and later Robert E. 
Howard. C.S. Lewis and L. Sprague 
deCamp. All this fantasy reading along 
witli the movies fillcd my already over- 
active mind with enough images to cre- 
ate a whole unreal world to live in. 
Thank God. 1 chose not to live in that 
world. However, it is all there in pic- 
tures in my mind.*' 

It was the miniatures that released 
these fantasies into physical realities. 
As with most of us. he leamed the basie 
techniąues of three-dimensional paint- 
ing, ground work. realistic water. the 
construction of buildings. towers. 
moats and fountains and the designing 
of trees. cobwebs and grotesąues pri- 
marily by trial and error, for. to his dis- 
may. there is a great paucity of model¬ 
ing talent in his area. Fortunately there 
is a very complete craft shop in town 
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Land Ho! ia a combination ot a scratchbuilt with a Phoenix figurę. 


and many of his own particular tricks 
have evolved from visits to this empori- 
um as well as from his many explora- 
tions into the natural wonders of the 
local country side. His library is also a 
surprising one, for it is almost uniąuely 
devoted to books by illustrators, artists 
and science fiction and fantasy authors 
as well as naturalists, sculptors and 
military historians. 

Although all this represents refer- 
ence materiaJ, Spencer ńrmly declares, 
“I want to create, not re-create. I think 
the making of a diorama is definitely an 
art form and not just a craft. This is one 
of the reasons that minę are so heavily 
oriented towards fantasy subjects be- 
cause I have no basie desire to re-create 
authenticities. The diorama is the 
depiction of a reality or fantasy by a 
scene or setting which tells a story. The 
true essence of this is that it should por- 
tray the moment before something is 
about to happen. If possible, morę than 
one possibility should be suggested. In 
this manner the viewers will be con- 
stantly retumed to the scene. One of my 
pet peeves about most commercially 
produced figures is that they are all pos- 
ed like statues. When you are produc- 
ing your own figures you should try to 
capture an informal attitude instead of 
a pose. When you are doing a single 
figurę a suggestion of humor is an effec- 
tive way of capturing that attitude.’* 

Spencer’s lovely wife, Ginny, and his 


two sons, Jim, 11 and Chip, 7 have all 
been influenced by his preoccupation 
with modeling. Ginny, who is the choir 
leader and soloist in the Church, has be- 
come a very good sculptress on her own 
and both the boys are participating in 
various modeling enterprises under the 
supervision of their father. Ginny also 
lends her support to her husband in 
many of his projeets. 

As to technical details, it isn’t that he 
is the least bit reluctant in divulging 
any of them, it is simply that he admits 
he really does not know exactly how he 


sets about creating a boxed diorama. 
Briefly, the figures are created with 
sculpey and cheap toilet paper impreg- 
nated with sculpey. Recently he has 
been working in 1/12 scalę due to the 
discovery and availability of doll-house 
accessories. The paints he uses include 
artists’ oils of various makes, acrylics, 
model paints such as Humbrols, Tes- 
tors, Poly-sand Fioąuil.Twoof his most 
ubiąuitous modeling tools are a hot 
glue gun and a large stapling gun. “My 
carpentry is very basie and a catch as 
catch can variety and as long as things 



The strong influence of Brian Froud can be scen This figurę, entirely scratchbuilt by Ginny van Gulick, 

in this work. proves that all the talent is not in Spencer’s hands. 
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The Slaying of Satha is a fantasy interpretation using a stock human figurę. 
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stick together, Tm satisfied." he says. 
What really distinguishes his scttings is 
his really beautiful ground work which 
is characterized by his search for very 
specific roots, grapę vines, spagnum 
moss and the specific variety of rocks 
used. When it comes to particular 
details, as for instance, the broken 
flower pot in the Guess Who s Corning 
To Dinner diorama, his advice is very 
specific. 

“I really had no idea how to make a 
broken flower pot look natural. So after 
thinking about it for a bit, I thought the 
only way of doing it was to take an ac- 
tual miniaturę flower pot, drop it on the 
ground and then photograph it from 
several angles. When I got the pictures 
back I then reassembled all the bits and 
pieces as in the photographs. I guaran- 
tee the results were far morę natural 
than if I had just experimented on my 
own.” For his fantasy dioramas he pre- 
fers the use of duli monochromatic col- 
ors in understated drabs which are very 
much the essence of Rackham and 
Froud. 

He leaves us with some excellent ad- 
vice for those wishing to embark on 
their own sculptures: “If you have a 
choice of buying a book on sculpture or 
one on surface anatomy, always buy 
the one on surface anatomy!" In this 
category he recommends two excellent 
titles. Dynamie Figurę Drawing by 
Burne Hogarth and The Humań Figurę 
by David K. Rubin. For those keen on 
the mysteries of the out of doors he sug- 
gests The Liuing Forest by Rien Poort- 
vliet. If you are further interested in 
good art publications we both suggest 
that you write to Watson-Guptil Publi¬ 
cations, 2160 Patterson Street, Cincin- 


‘Ts that you, Daddy?” 

nati. Ohio 45214 and ask that you be 
put on their catalog mailing list. They 
are perhaps the finest publishers and 
distributors of finc art books. 

In lcaving Spencer van Gulick I lcel 
that my lifc has becn madę richer and 
broader by theassociation with this re- 
markable artist. a man of the cloth to- 
tally devoid of any hypocrisies and fili- 





ed with a glowing warmth and humor 
as well as a gentle huniility. His wife. 
Ginny, tells me his sermons are indeed 
compelling and inspirational. I say his 
congregation is indeed lucky to have 
such a man as their spiritual leader. We 
of the modeling fraternity are also lucky 
to have such a visionary artist to con- 
tinue to inspire us. A 



A surprise encounter in a swamp catches two startled Amazons. 
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Hints and tips 
for plastic modeling 


mcxiels. Sheperd Paine. Kalmbach Publishing 

The illustrations are another point of Co.. 1027 North Seventh St.. Milwau- 
difTerenee that this book possesses. kee. W153233 
Sure, Ihere are a number of photos of 

finished models, bul there are also Iots Sheperd Paine is indubitably the 
ofphotosofmodelsunderconstruction. finest modeler in this country today 
and many drawings that show building and it has been with bated breath that 
and painting seąuences. Therc are also the modeling fratemity has awaited the 
photos of products and both storę publishing of this book. One of the 
bought and hand-made tools. I’ve nev- facets to which he flrmly adheres is an 
er seen so many photos of boxes. tubes absolute lack of secrecy about any of 
and cans of glues. putties, paints and the methods which he has leamed over 
other materials in one place bcfore. It the years. This volume is an outstand- 
sure makes it easier to remem ber. seek ing tribute to this belief. Of all the many 
and find these various helpful products books published on this subject. 
when you know what they look like! including my own, I can say without 
Listen. this book is great, so go out reservation that you might as well 
and get a copy. I guarantee that you’11 throw all the others away and stick to 
find at least seventy-five new ideas in it. this one. It is. in my opinion, absolutely 
Come on. it only costs $3.95—you sensational! 

probably paidat least that much for the Although it is assumed that the 
last kit you bought. reader is already into the painting of 

AndrewP. Yanchus figures. Sheperd does not exclude his 
own techniąues which, in and of them- 

FAMOUS SPACESHIPS OF FACT ent *e»y worth lhe P^e of 

AND FANTASY, Edited by Harold A. bo ° k ' com l» sln ga 11 ' 1 P re ' 

Edmonson. Kalmbach Publishing Co.. P lan ^| of ® d orama. be it open or 
88 pages. color and black & white boxed. down to the m.nutest detailing 
photos $8.50. 31111 Placement of figures, ground work. 

r careful propping, self contained light- 

As its title States, this book is devoted ing and dramatic effects there is abso- 
to real and imaginary spaceships. The lutely nothing omitted. Even his 
factual craft include the Saturn V. sources of supply are included. This is 
Apollo, and the 747/Shuttle Orbiter such a bibie of modeling facts that I can 
combination. Craft from Star Trek, barely understand how I ever accomp- 
Star Wars. 2001 . Space: 1999. Battle- lished anything without it. It really 
star Galactica . and the original Buck makes very little difference wheiher 
Rogers comic strip make up the imagi- you are a military, fantasy, aireraft. 
native part. This book covers these ship, tank oreven a doli house modeler 
ships with color and black & white pho- there is something for all of you and you 
tos, 3 and 4 view drawings, lotsof facts, will emerge from the reading of this 
and tips on how to build the plastic kits book with a far greater knowlege on 
available. procedurę and execution of any project 

But this book is morę than a guide to you choose to undertake. 
building kits. Historical facts and data Congratulations, Sheperd, on this 
are given on the real spaceships and. al- supreme book and congratulations as 
though this information is available in well to Kalmbach for having the splen- 
many other books, its nice to have it all did vision in producing it along with all 
together in one volume. your other helpful publications. 

AndrewP. Yanchus Philip O. Stearns A 


HINTS AND TIPS FOR PLASTIC 
MODELING, Edited by Burr Angle, 
Published by Kalmbach Books, 48 
pages, black & white photos and illus¬ 
trations. $3.95. 
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ADVANCED D&D™MONSTER MANUAŁ™ 

A reference work listing hundreds of monsters suit- 
able for play and their statistics 
DEITIES &DEMIGODS™ 

A listing of the gods and heroes of the world s 
greatest myths for the proper handling of the 
cleric character class 

ADVANCED D&D™PLAYERS HANDBOOK™ 
Acompilation of all the necessary information 
for the ADYANCED D&D™player 
ADYANCED D&D™DUNGEON MASTER'S 
GUIDE 

Detailed information for all referees on the 
art of Dungeon Mastering 

TSR Hobbies Inc. 

POB 756 

LakeGeneva,Wi- 53147 

414-248 3625 


ADYANCED D&D™ACTION ART 
The basie dungeon party designed by Gary Gygax 
includes figures paints brush and instructions 
ADYANCED D&D™ FIGURES 2000 Series 
A boxed assortment of figures and accessories 
of the same type 

ADVANCED D&D™FIGURES5000Series 
Advanced figurę assortment of adventurers 
and monsters in a foam lined box 
ADYANCED D&D™ 100Series 
Unique large monsters and human types in an 
all new blisterpack 

c 

O 

Grenadier Models Inc. 

POB 305 

Springfield, Pa.19064 

215-328-1765 
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_AND THEY GLOW IN 

THEDARK 

A History of Plastic Monster Hobby Kits 

By ANDREW P. YANCHUS 


I t was a dark and stormy night—but 
I hardly noticed the rain as I stood 
on the corner of Hempstead Turn- 
pike and Cherry Valley Road waiting 
for my bus. It had been a long, but 
rewarding day. Weeks of planning and 
preparation by the Research & Devel- 
opment stafT resulted in a presentation 
that convinced Aurora’s management 
team to go ahead with a new senes of 
monster kits. Aboard the Jamaica- 
bound bus. I could only think of the 
new kits I would help develop over the 
next several months. Seen through 
rain-spattered Windows, the changing 
pattem of lights reflected in the wet 
asphalt provided a perfect abstract 
frame for my thoughts. 

Aurora had produced the first mon¬ 
ster hobby kit eight years earlier, and 
many others had followed. Some mis- 
takes had been madę. but much had 
been learned over the years. Now 
Aurora was going to start over again. 
Eight years of experience would go into 
this new series. and I was there to help 
lay the groundwork. Visions of multi- 
pose figures, glistening lab eąuipment, 
and moldy dungeons filled my mind 
that rainy night. I should have at least 
considered that the rain might be a bad 
omen. But, back then in 1970, I 
couldn’t imagine that Aurora, with all 
its expertise in the field of styrene hor¬ 
ror, could err so badly and produce the 
most controversial hobby kits ever 
madę. 

It all started early in 1962 when 
Aurora unleashed the first movie 
monster hobby kit on the world. Kids 
everywhere, however, had dreamed of 
the monster kit concept much earlier 
than that. Two events fostered those 
dreams. First, Aurora broke away from 
the traditional modeling subjects of air- 
craft, ships and cars, and introduced 
the first plastic figurę kits, some 
knights in armor, in the mid 50’s. 
Shortly thereafter, in 1957, Universal 
Pictures released morę than fifty of its 
classic horror movies to television. 
Dracula, the Wolf Man, and Franken¬ 
stein^ monster came into America’s 
living rooms and thrilled a new genera- 
tion of monster fans. It wasn’t hard for 


young imaginations to envision the old 
monsters in the new modeling format. 
It just took Aurora a little time to realize 
what the public wanted, and then a lit¬ 
tle morę time to make surę that it was 
safe to deliver it. Aurora researched the 
concept thoroughly, and when the 
series was announced to the toy and 
hobby trade, their findings were included. 

“Aurora has carefully researched 
this product from every point of view, 
from saleability to psychological im- 
pact. In the opinion of reputable author- 
ities, movie monsters actually perform 
a valuable service for the child. Certain 


fantasies are harmful only if improper- 
ly focused. When they center about an 
imaginary object, like a picture, a 
movie, or a model, they are released in 
the manner of steam escaping through 
a safety valve on a radiator. In essence, 
they are reduced in value and content 
to the level of play, and, as such, 
become innocuous. Young people who 
permit their fears and hostilities this 
kind of outlet are really far healthier 
emotionally than those who can only 
seek gratification in terms of anti-social 
behaviour in the real world.’* 

Kit manufacturers always approach 


Aurora*s Godzilla 
(left) was the only 
monster kit to be 
reissued after 
Monogram ac- 
ąuired all of the 
molds for the Au¬ 
rora kits. It lasted 
only a couple of 
years in the Mon¬ 
ogram linę and 
was recently dis- 
continued. Right, 
Frankenstein* s 
Monster carries 
off a victim fig¬ 
urę, which was 
one of Aurora*s 
mistakes. These 
were beautifully 
executed, snap- 
together figures. 
This particular 
model of the The 
Monster has been 
modified to match 
its appearance in 
the film Son of 
Frankenstein. 
The fur vest was 
built up from 
body putty with 
all the texture 
carved in by hand. 
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a new idea with caution. Toołing costs 
are so high that it could be years after a 
new kit is introduced before a profit is 
realized. To be a success. a kit has to be 
a good, steady seller for years, or be an 
ovemight smash sensation. Therefore, 
Aurora backed its bold new concept 
every way it could. They went to Uni- 
versal Pictures and paid for the rights to 
reproduce the classic monsters. They 
hired noted illustrator James Bama to 
paint the package art. They advertised 
the kits heavily. But they were still 
wary. Although Aurora promised a 
series of six different kits, only the first, 
the Frankenstein monster, was ready 
for production. Dracula, the Wolf Man, 
the Mummy, and the others would wait 
until the public’s reaction to the series 
and the sales of the Frankenstein kit 
were known. 

They didn’t have to wait long. 
Frankenstein was a tremendous hit. 
Dracula and the Wolf Man were rushed 
into development, and were madę 
available before the end of 1962. The 
Mummy and The Creature From The 
Black Lagoon followed six months 
later. The monster kits proved to be so 
popular that the molds used to produce 
the plastic parts had to be duplicated to 
keep production up to the world-wide 
demands. 

MONSTER MADNESS 

Aurora really started something. Of 
course. the monster movies had been 
popular for years before the kits ap- 
peared, and a number of magazines 
devoted to the old fllms were available. 
But it seems that it took Aurora to prove 
that the public’s love of the horrible, the 
creepy, and the weird could support 
merchandising. It wasn*t long before 
products such as monster jigsaw 
puzzles, pencil sharpeners, and bubble 
bath grew in numbers, and brought 
millions of dollars in sales to their 
manufacturers. 

One of the first items directly inspired 
by the Aurora kits was a set of six, one- 
piece polyethylene figures of the Uni- 
versal monsters. These were produced 
in 1963 by the Mant toy company, who 
used the same toolmaker who built the 
molds for the Aurora kits! They were 
great models. 

By 1964, monster madness was 
sweeping the country. Magazines, 
comic books, movies and television 
gave the public creatures to scream at 
and monsters to laugh at. Aurora ex- 
panded its monster linę by adding ac- 
cessory kits fllled with bats, rats and 
other frightful things, and by going out- 
side the realm of Universal pictures for 
their subject matter. This was the year 
that kits of King Kong and Godzilla 
were introduced. Also new was a plastic 
guillotine, the first in a proposed series 
of Madame Tussaud’s Cham ber of Hor¬ 
ror kits. The kit, complete with victim 


who lost his head, invoked some mild 
criticism, and other projects in a similar 
vein were shelved. Other kit manufac¬ 
turers were getting into the monster 
scene, but chose to go the safer 
humorous route with cartoon monsters 
called Finks, Weird-Ohs, and Loonies 
that drove outrageous automobiles. 

The "Big Event" of 1964 was the 
Monster Customizing Contest co-spon- 
sored by Aurora, Universal and 
Famous Monsters of Filmland maga- 
zine. Contestants started with an 
Aurora movie monster kit. and then 
modified it, added extra details, or com- 
bined it with other kits and formed 
large scenes. Prizes of kits and maga- 
zine subscriptions were awarded, and 
the grand prize winner was flown to 
Hollywood for a tour of the Universal 
studios. To top it all off, the highest 
ranking models were pictured in the 
March 1965 issueof Famous Monsters. 

It was amazing how many young 
model builders re-created typical 
scenes from the horror films. Grave- 
yards, dungeons, and especially labora- 
tories were common entries, and futurę 
Aurora kits would reflect the scene 
idea. 

Aurora reached its first peak in 1965. 
New kits were still being added to the 


linę, and The Bride of Frankenstein and 
The Witch already showed the influ¬ 
ence of the contest results. Up to this 
time, all the Aurora monsters, with the 
exceptions of King Kong and Godzilla. 
were madę to a common scalę, approxi- 
mately l/8th actual size. The bases in- 
cluded some scenie props—a tomb- 
stone, rocks, tree stumps, etc.—but 
these had been kept to a minimum, and 
were secondary to the figurę itself. 

With the two ghastly female kits. 
Aurora started creating complete 
scenes, and started to reduce the size of 
the figures to allow for the additional ac- 
cessories. The Bride was strapped to a 
table placed next to a wali fuli of lab 
eąuipment, and The Witch hovered 
over a big black pot that hung from a 
chain suspended from a beam protrud- 
ing from a section of wali. The scenie 
concept carried through to other types 
of figures in the Aurora linę (sports 
military, comic book heroes), but unfor- 
tunately, no new, common scalę was 
chosen. Each scene determined the 
size of the figures. and each new one 
seemed to be different. Cross-kitting of 
parts and figures to create other scenes 
became impossible. 

By the time I arrived at Aurora, late in 
1965, all the classic Universal monsters 
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had been done, the Japanese monster 
genre had been touched, the funny TV 
monsters —The Munsters and The Ad - 
dams Family— had been kitted, and an 
original creation, The Witch, had been 
madę. Things were slowing down and 
over the next £ive years only one totally 
new monster kit was added to the linę, 
while several older ones were dropped. 

The one new kit was another sole en- 
try into a proposed senes* that never 
developed further. It was The Forgot- 
ten Prisoner of Castelmare. a partially 
clothed skeleton chained to a dungeon 
wali. The kit was designed by the peo- 
ple at Famous Monsters of Filmland 
magazine. The kit did well, but the 
timing was off. By late ’66, the flrst 
monster craze had wound down and 
Aurora started trimming the linę, 
rather than adding to it. 

THE OTHER GUYS 

What is surprising about the flrst six 
years of Aurora monster kit production 
was the almost total lack of direct com* 
petition from other kit manufacturers. 
The other companies seemed con- 
tented in making funny, hot rod driving 
monstrosities. (Aurora did some of 
those types. too.) 

Lindberg was one company involved 
in funny monster kits, but one senes of 
four models that they madę almost 
crossed the linę into the serious area. I 
say “almost” because fve never been 
surę which way Lindberg intended 
these bizarre models to go. They had 
names such as Mad Mangler and 
Creeping Crusher, which suggested 
the serious. but the proportions and 
detailing of the models were somewhat 
unrealistic. In any case, these simple 
models never attracted much atten- 
tion. 

Multiple Toymakers did a series of 
miniaturę torturę devices in 1965. 
These combined the reputation of 
Ripley's Belieue It Or Not /, the horrors 
of torturę, and the comedy of funny vic- 
tims and executioners spouting jokes 
(cardboard word balloons held in 
plastic frames). It was a strange combi- 
nation, and the kits didn‘t last long. 

Comparable to Aurora*s Godzilla 
were two kits released by UPC in 1967. 
Pagos and Pegila were giant Japanese 
monsters featured in the Ultra Man TV 
series being syndicated in the United 
States at that time. The kits, like theTV 
series, originated in Japan, and UPC 
was handling their manufacture and 
distribution in the States. The Japanese 
have produced many kits of their own 
T V and movie monsters. but Pagos and 
Pegila were the only two sold in the U.S. 

FRIGHTENING LIGHTNING 
STRIKES! 

After a few years of declining sales, 
Aurora decided to inject some new life 
into the monster linę. The shot in the 
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A “campus cutie" by Marx falls 
victim to Multipleks Iron Maiden. 

arm was glow in the dark plastic. 

Phosphorescent plastic had been 
around for years, but its previous hob¬ 
by kit applications had been few. Ren- 
wal, who pioneered the field of science 
and anatomy kits with their Visible 
Man. probably produced the first glow 
in the dark kit in 1961 when they 
issued the Visible Mans skeleton as a 
separate kit. The problem with the 
gleaming materiał was not the radia- 
tion that so many parents feared, but 
was its extremely high cost. When 
Aurora decided to go glow, it was im- 
practical to mold the existing kits en- 
tirely in the special plastic. Instead, on¬ 
ly features such as heads and hands. 


and smali accessories such as bats and 
skulls, were molded in the glow 
materiał, and these were additions to 
the regular parts which remained in- 
tact. In other words, all the parts that 
glowed were also supplied in the 
regular colored plastic. The buyer was 
actually given a choice of regular and 
glow parts. and could use the extras for 
other models and conversions. 

The idea worked. The flrst six movie 
monsters with “Ghoulish Glow Power” 
sold so well in 1969 that six morę were 
added the next year. Those twelve 
monster kits continued to be the back- 
bone of the Aurora monster linę until 
1975, and the glow-in-the-dark feature 
would be a common addition to mamy 
futurę kits. It was a simple gimmick 
that boosted sales and didn‘t offend 
even the most serious builders who 
could simply paint over any unwanted 
radiance. 

The 70’s saw the beginnings of 
another monster craze, and this time 
Aurora had some real competition. 
Dark Shadows. a daytime TV gothic 
soap opera, was causing a lot of excite- 
ment, but we at Aurora somehow miss- 
ed its signiflcance, amd it was MPC that 
secured hobby kit rights to the show. 
Their kits of the show’s stars. the vam- 
pire, Barnabas Collins, and the 
Werewolf, closely followed the pattem 
set by the Aurora kits. They were the 
same 1 /8 scalę, came with a few glow in 
the dark parts that duplicated regular 
parts, stressed the figurę, and kept the 
base to a minimum. The one point of 
difTerence was the soft, bendable arms 
that could be set in difTerent positions. 
This feature didn’t work well, and for- 
tunately, it neverappeared in any other 
kits. 


The Walt Disney Haunted Mansion series included this yampire. 
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Scenes of total destruction wcre provided by MPC in their Gigantics series. 


THE MINI-MONSTERS 

Things were happening at Aurora. 
Top management had changed, and 
the new man in control wanted some 
kit ideas that would get Aurora notieed 
and increase its share of the kit market. 
Many ideas were suggested, but 
Monster Scenes was the concept that 
got picked. Only back then, during that 
bus ride home in the rain, the new 
series was called Mini-Monsters, a 
name that had to be scrapped because 
of legał reasons. 

The complete story of the Monster 
Scenes is a long and complicated one. It 
can’t be told in the confines of this his- 
tory of monster kits. Monster Scenes 
deserves its own article, and we will 
present just that in a futurę issue. 
Meanwhile. here is a condensed view of 
what happened. 

The ideas that madę up the Monster 
Scenes concept came from various 
sources. Different proposals were com- 
bined with old observations, and the 
result was a series of snap-together, 
constant scalę kits that could be com- 
bined in numerous ways and allow the 
builder to re-create any type of scene 
from his favorite horror films. The 


figurę kits covered the traditional cast 
of characters. There were the 
monsters. both old and new. the 
heroine/victim. and the ever-present 
mad scientist. Other kits provided all 
the standard sets and props—labor- 
atory, skeleton, dungeon, torturę 
devices. etc. In an effort to improve 
quality, test tubes. beakers and other 
lab parts were molded in elear plastic, 
something that had never been done in 
the old kits. For greater ilexibility in 
creating scenes, all the Figures came 
with extra arms and legs and could be 
posed in different ways. For even morę 
variations, limbs were purposely 
designed to be interchangable between 
kits. For example, Dracula’s legs could 
be snapped onto Dr. Jekyll’s body! 
Even the popular glow in the dark 
feature was present in certain kits. 
Monster Scenes had everything! How 
could we go wrong? 

Weil, there were about as many 
answers to that ąuestion as there were 
Aurora employees in 1971. Undoubt- 
edly, there were too many people in- 
volved in the project. There were too 
many different ideas of what the kits 
should be and how they should be 


marketed. Somewhere along the linę. 
the original concept of re-creating 
favorite movie scenes was lost, and the 
“Rated X For Excitement" tonę was 
over-emphasized. The kids may have 
loved us, but parents were outraged. 
and the press condemned us. They 
blasted Aurora for selling sex (Vam* 
pirella s clothing has to be painted on!), 
sadism (The pincers are used to rip the 
fingemails out of little babies!), and 
violence (The guillotine cuts the victim 
in half!) to five-year-olds. Nonę of it was 
a true picture of our intent. But. bucki* 
ing under pressure, Nabisco, new 
owner of Aurora, took its only direct 
step into Aurora policy, and ordered the 
immediate halt of Monster Scenes pro- 
duction. 

Three new kits were stopped in their 
first production run and, as a result, 
were never released in the United 
States. Inventories of parts for these 
and the earlier kits were shipped to 
Canada and sold there. Monster Scenes 
was dead the same year it was begun. 

TIP-TOEING OVER 

BROKEN STYRENE 

The twelve regular glow monster kits 
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continued to be produced after the 
Monster Scenes disaster, but Aurora 
maintained a Iow profile In horror sub- 
jects for the next several years. This 
allowed other companies, especially 
MPC, to get into Aurora’s domain. 

MPC knew that the stigma left by 
Monster Scenes would throw a critical 
eye on any other monster kits that 
came along. New kits would have to be 
exciting to kids, yet had to meet with 
parental approval. In 1973, MPC came 
up with a good solution in their Pirates 
Of The Caribbean senes, which was 
based on the Disneyland park attrac- 
tion. What parent could criticize any 
product that carried the name Walt 
Disney? 

Only a couple of “live” pirates found 
their way into this series. For the most 
part, the kits depicted skeletons in tat- 
tered pirate outfits. They fought 
alligators, octopi and each other 
through a series of springs, rubber 
bands, and concealed switches billed as 
“Zap/Action.” 

The seven Disney Pirate kits were 
successful enough to warrant four 
morę “Zap/Action” Disney kits the 
next year. This time the Haunted Man- 


sion provided the theme, and vam- 
pires, mummies, grave robbers and 
ghosts were the subjects. 

In quick succession, MPC followed 
these with other series of monster 
oriented kits. The Strange Change kits 
each featured a Container that had 
changeable contents. One was a casket. 
When the lid was flrst opened, a fuli 
bodied vampire was seen. Then the lid 
was closed, and after re-opening, the 
vampire was nothing morę than bones. 

Next were The Gigantics, huge in- 
sects set into scenes of mass destruc- 
tion. The colossal bugs demolished 
buildings, while tiny plastic people fled 
in terror, and cardboard backdrops 
went up in simulated flames. 

Then came the Haunted Glo-Heads, 
MPC’s most original monster idea. 
These kits were little morę than large 
size heads of the favorite monster 
types, but the large size allowed for 
detail impossible to achieve in smaller 
scalę models. It was a great idea, but 
like all their previous gimmick-laden 
series, MPCs Haunted Glo-Heads had a 
short production life. While some of 
Aurora’s original monster kits lasted 
for fourteen years in regular and glow 


versions, nonę of the MPC monster kits 
survived morę than three years. 

REBIRTH 

The longevity of the original Aurora 
monsters eventually lead to their 
demise. Morę than a decade of contin- 
uous use took its toll on the molds used 
to form the plastic parts. They simply 
wore out. It was getting to the point 
where the molds were down for repairs 
almost as long as they were producing 
kits. Manufacturing and materiał costs 
had also increased sińce the kits were 
first introduced, and the kit prices were 
rising at an alarming ratę. There was 
concern that we would price ourselves 
beyond the reach of most of our cus- 
tomers. Building new tooling to 
duplicate the original kits wouldn’t 
bring the retail price down, so it was 
decided that a smaller, simpler series of 
monster kits would replace the original 
items. 

Once again I would be helping create 
a new linę of monster kits, but this time 
it wouldn’t be 100% new. We had to 
use as much of the old Monster Scenes 
tooling as possible. 

Playing it perfectly safe, we decided 


While Aurora produced kits of the Universal movie monsters, Marx did these soft one-piece plastic versions. 
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to eliminatc any tracę of sex, sadism 
and gore. We went back to the tried and 
true approach of a basie monster stan- 
ding on a minimal bit of scenie base. 
And so there wouldn‘t be any doubt as 
to the origin of the subject matter, the 
series was boldly labeled Monsters Of 
The Movies. We even included a min¬ 
iaturę clack board in each kit to serve as 
a name piąte. 

Three of the new kits—Dracula, Dr. 
Jekyll, and Mr. Hyde—came from the 


Monster Scenes. Some of the original 
parts were eliminated. and others were 
added. Jekyll and Hyde. previously 
sold in one kit, were split into two. 

The Wolf Mam had never been done 
in the Monster Scenes series, but a pat- 
tem had been created for a follow-up 
series that never got into production. I 
was glad to get this model back in the 
works because the old Wolf Mam kit was 
the poorest of the original group. The 
old kit didn’t capture the look of the Lon 


Chaney, Jr. Wolf Mam; the new model 
did. 

The Monster Scenes Frankenstein, 
originaUy designed to work with other 
figures in scenes, proved to be too static 
to stand on its own, amd we decided to 
completely re-do this kit. As Project 
Manager. I now had morę control over 
the Finał look of the new kits, and I cadl- 
ed in comic book artist and monster fam 
Dave Cockrum to design Franken¬ 
stein^ creation. Dave’s dynamie sense 
of action added a lot of life to the Aurora 
kit linę. Besides the Frankenstein Mon¬ 
ster, he drew up the new Creature From 
The Black Lagoon, Rodan, Ghidrah, 
the huge Tyrannosaurus Rex, and 
many other kits that, unfortunately, 
never saw the iight of day. 

Monsters Of The Movies were intro- 
duced in 1975. amother peak time for 
monsters. There were morę monster 
kits available that year than ever before 
or sińce. Aurora overlapped the end of 
the glow monsters amd the start of their 
replacements, so twenty kits were on 
saile at the same time. Most of the MPC 
kits were still available, and Addar 
came up with a Spirit In A Bottle. 

But the cycle was once again coming 
to an end. Science fiction was starting 
to push horror monsters out of the 
public’s imagination and the kit mamu- 
facturers* catailogs. Aurora was having 
some Finamciail and management prob- 
lems, amd money for new tooling dis- 
appeared. I had foreseen some of the 
troubles, and left the compamy after the 
development work on Monsters Of The 
Movies had been completed. In 1977, 
Aurora was sold. amd the kit linę was 
dissolved. The molds for the monsters 
and all the other Aurora hobby kits 
went to another giant in the hobby in- 
dustry. Monogram. 

Since Aurora came to its end, only a 
few monster kits have been produced. 
Mego did a new King Kong, complete 
with Twin Towers. AMT tried to cap¬ 
ture the Bigfoot crowd with a snap- 
together, glow-in-the-dark kit in ’78. 
Monogram reissued mamy Aurora kits, 
but only one of the monsters, Godzilla, 
and that reissue has already been dis- 
continued. The last creature to be madę 
in plastic kit form was The Alien, a hor¬ 
ror monster in a science Fiction setting. 
That kit was by MPC amd it, too. has 
already been discontinued. 

Is this the end of monster kits? No, I 
don’t think so. Frankenstein^ 
monster, Dracula. the Wolf Man, and 
the others will always spark our imagi- 
nations. Right now they may be 
resting, pushed aside by X-Wing 
Fighters, Snów Walkers, and a short 
Jedi Master. But they’11 break through 
agaun, and when they do, the kit manu- 
facturers will be there with boxes of un- 
assembled styrene parts ready to be 
snapped together. And they’11 probably 
glow in the dark. A 
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MONSTER KIT 
CHECKLIST 


T he following list is a compilation 
of all the monster kits that have 
been produced in the United 
States. Since the word “monster” 
eovers such a wide rangę of subjects, 
not every “monster” kit couJd be in- 
cluded in this checklist. For the most 
part. the kits listed here are of serious 
subjects, or are serious depictions of 
humorous or semi-humorous proto- 
lypes (The Munsters, Disney items). 
Totally humorous caricatures and car- 
toons, such as monsters driving hot 
rods. are not included. (We could cover 
Lhese in the futurę, if there is enough in- 
terest.) Sonie science fiction monsters 
have been excluded because they were 
covered in detaU in the ”SF Model 
Checklist” that appeared in STARLOG 


No. 21 (April 1979). Separate kits of tor¬ 
turę devices, lab eąuipment, and acces- 
sories are included because most of 
these were designed to be used with the 
basie figurc kits. 

The list is divided by the kit manufac- 
turers. and contains the following infor- 
mation: 

KIT NUMBER— This is the stock or- 
dering number. Reissues of a kit often 
receive different numbers, and some 
numbers are reassigned to new kits 
after the originals havc been discon- 
tinued. All this results in some kits hav- 
ing morę than one number. and some- 
times the same number appearing on 
two or morę different kits. 

KIT N AME— This is the name of the 
item as it appears on the package. Notę 


that this may not always be an accurate 
or complete description of the subject. 

SCALĘ— This is the fraetional rela- 
tionship of the model to the real thing. 
Most scalcs on this list should be con- 
sidered as approximations. 

YEARS— This is the production life 
of the kiL These are the dates that the 
kit was introduced and discontinued. 
This information is based on recorded 
purchase dates. copyrights. and 
catalog appearances. 

Unfortunately. most of the kits listed 
here have been out of production for 
sevcral ycars, and are no longer gener- 
ally available. The kit manufacturers 
do not maintain stocks of discontinued 
items, so do not try to obtain old kits 
from them. Old kits can sometimes be 
found in smali toy or variety Stores, and 
at flea markets. Collectorscan be reach 
ed through want ads placed in many of 
the current rnodeling magazines. 

One publication that spccializes in 
the buying, selling and trading of old 
kits is the Kit Collectoris Clear- 
inghouse. It is available from John W. 
Burns. 3214 Hardy Drive. Edmond. 
Oklahoma 73034. Ćost is $6.00 for six 
bi-monthly issues. 


Kit * 

Kit Name 

Scalę 

Years 

Remarks 

ADDAR 




227 

Spirit In A BoUle 

1/20 

75-76 

Gravcvard seenc in a bottle: snap-iogcthn; glow Also sold iii 

AMT 




England b\ Impulse. 

7701 

Bigfoot 

1/7 

78-78 

Snap-logelher; glow. 

AURORA 




The Origirial Serics: 




422 

The Forgolten Prisoncr ol Castclmarc 

1/8 

66 • 68 

Skeleton chamed to wali: origin slory in Crccpii "34. August 1970. 

423 

Frankenstein 

1/8 

62-68 

Walking over grave. 

424 

Dracula 

1/8 

62-68 

In ilir woods. 

425 

The Wolfman 

1/8 

62-68 

Sianding on roeks. 

426 

The Creature 

1/8 

63-68 

The Creature from the Black bagoon. sianding on roeks. 

427 

The Mummy 

l/fi 

63 - 68 

Walking Lhruugh ruins. 

428 

The Phanlom ol the Opera 

1/8 

64 68 

The inask removed. 

460 

Dr, Jckyll as Mr Hyde 

1/8 

65 - 68 

The instant of transformat ton. 

461 

The Hunc.hback ofNotre Damę 

1/8 

64 6s 

Two dif!crem boxes: original depieted Ambony Quixm version. 

463 

Customizing Monster Kit Serics 1 

1/8 

64 - 64 

Assfjnmeni of rals. bals. bon es. lontb siones. splders. etc. 

464 

Cuslomizing Monster Kil Serics 2 

1/8 

64-64 

Vulture. mad dog. skuli. I>als. rals 

468 

King Kong 

1/25 

64 

Junglc scene. 

469 

Godzilla 

1/25 

64-68 

Trampllng buildings 

482 

The Bride of Frankenstein 

1/10.5 

65 67 

On lab labie. 

483 

The Wilch 

1/12 

65-67 

Mixing up a caldron ol polion 

800 

The Madame Tussauds Cham ber ol Horrors 





Guillotine 

1/15 

64-68 

With vlctim that lost^s liis bead. 

804 

The Munsters 

1/16 

65-65 

Herman. Lily, Grandpa and Łddir in a living room scene 

805 

The Addarns Family Haunted House 

1/64 

65-66 

Addarns Family represented as paper cut-ouis in the Windows. 

Glow-InThe-Dark Series: These twelve kits are reissues of the original serics kits w illi addilional gKnym-the-dark parls. The six kits were issucd in 

twodilTerent boxes: Ihe ftrst bo.\es were the traditional long rcctanglcs. while the second boxes were sq tiarę. The seeond group ni six kiis wereonly 

avallable In the square boxes. Canadian yerslons of the firsl slx also appeared in wldcr yerslons of the rectangle. 

449 

Frankenstein 

1/8 

69-75 


450 

The Wolfman 

1/8 

69-75 


451 

The Phanlom of Ihe Opera 

1/8 

69-75 


452 

The Mummy 

1/8 

69 75 


453 

The Forgolten Prisoner of Caslelmare 

1/8 

69-75 


454 

Dracula 

1/8 

69-75 


465 

King Kong 

1/25 

70-75 


466 

Godzilla 


70-75 


470 

The Witch 

1/12 

70-75 


481 

The Hunchbaek of Noire Damę 

1/8 

70-75 


482 

Dr. Jekyll as Mr. Hyde 

1/8 

70-75 


483 

The Creature 

1/8 

70-75 


Monster Scenes Senes: All the kits were snap-logelher Figureseainc with exlra setsol movable limbs lora yariely of poses The last three kits were nol 

rcleased in the United States, but were sold in Canada. 




631 

Dr. Dcadly 

1/13 

71-71 

Three sets ol arms 

632 

The Victlm 

1/13 

71 -71 

Two sets of arms and leg.s. 

633 

Frankenstein 

1/13 

71-71 

Two sets ofarms and legs: all paris glow. 

634 

Gruesome Goodtes 

1/13 

7171 

Generator, tables, test tubes, sabre tooth rabbit. 

635 

The Pain Parlor 

1/13 

71 -71 

Operatlng labie, eontrol panel, glow skeleton 

636 

The Pendulum 

1/13 

71 -71 



(continued on page 46) 
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A military intelligence report on the Hyborian Age. 


By RICHARD K. REIHN 


B eginning life about half a cen- 
tury ago, Conan was a late 
bloomer by comparison to his il- 
lustrious contemporaries. Tarzan and 
John Carter of Mars. After whiling 
away most of his early life in the pulp 
magazines. he is only now emerging to 
follow TarzaiTs footsteps into the mov- 
ies. And, at this point, there is no telling 
where this may lead. Perhaps, fifty 
years from now, a contestant on a quiz 
show will be asked, “Name at least 
three actors who have played the role of 
Conan.” Who knows? One thing, 
however, is certain: were he around to- 
day, Robert E. Howard, who took his 
own life in 1936. would be morę sur- 
prised than anyone else over the atten- 
tion Conan, his creation, has been 
gathering over the years. 

Howard was a prolific writer and a 
natural storyteller. But Conan was 
merely one of several characters who 
populated his fantasies. Indeed, when 
one compares the amount of paper 
which currently bears the name of Con¬ 
an on the title page, the original legacy, 
of which we may catch a glimpse in the 
Ace Science Fiction Series, is rather 
slim. 

Unfortunately, Conan and the Hy¬ 
borian Age came along rather late in 
Howard’s life. And even though his 
stories were received with interest and 
began to gather a following while he 
was still alive, he had no way of know- 
ing that his creation would one day 
threaten to become a cult in the world of 
fantasy fiction. 

As is so often the case when an idea 
assumes a life of its own, those who car- 
ried on with Howard s legacy—and 
lately, one needs a score card to keep 
track of them—gave the central charac- 
ter dimensions which were lacking in 
the original. Probably the most impor- 
tant think-piece Robert E. Howard did 
on behalf of Conan was to conceive the 
Hyborian Age. Having done this much, 
he now had the background tapestry 
into which the activities of his character 
could be woven with a minimum of 
fuss. It became a light exercise for the 
writer, whose storytelling ability also 
madę it a light exercise for the reader. It 
was like doing several years’ home- 
work in advance. Howard himself 


madę no bones about why he madę his 
hero out to be a simpleton who would 
simply use his will, passion and almost 
superhuman brawn to fight his way out 
of a tight spot without straining what- 
ever cerebral capacity he might have 
had. It madę for a writer's life uncom- 


plicated by the need todream up ingen- 
ious plots and schemes. And, in this, 
Howard was very much a product of his 
times. If one ever attempted to find a 
“superficial” society, then the United 
States of the 1930’s would represent a 
powerful candidacy. Just catch one of 






To the left is Cliff Sanderson’s 80mm interpretation of the classic barbarian 
in fuli combat. Above is Conan—alias Arnold Schwarzenegger. 


THE AGE OF CONAN 
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the old pigskin epics on the Lale Show. 
They lcave us with the feeling that one 
went to college to have fun. belong to 
the right fraternity. wear a racoon coat 
and answer every problem with a 
punch in the nosc (try sonie of “Doc” 
Smith’s characters for the iast one). 
The letterman is the liero and the yale- 
dictorian is usually a chump who may 
be called upon to perform soine unusu- 
aJ feat so that he may breathe the same 
air with the hero. 

Conan, then, is the true barbarian. 
That is to say. that he conforms to the 
image the Romans gave us of all those 
who stood beyond the pale of the pax 
Romana . All that is native and inbom, 
speed, strength, stamina, is celebrated 
while all that which is acąuired, leam- 
ing, manners and all the other generał 
yestiges of refinement, are vicwed with 
suspicion and characterized as eflete. 
glib and sly. Truły a dropouts delight. 

Slill. Conan has assumed dimen- 
sions which are bursting the limits 
Howard set for him in the episodic 
world of the short story. And. even 
though bravely altem pled by those 
who carried on with Howard s legacy, 
they havc neyer really sueceeded be- 
cause they are constantJy trying to 
catch up with the legend and because 
Howard himself has lcft them with so 
many inconsistencies. 

By way ofan example, I found myself 
laughing out loudly at 3 AM while try¬ 
ing to read myself to sleep on Volume 
Two {Conan of Cimmeria) of the Acc 
Series. Therc. between cach of the 
short stories. a capsule caption has 
been inserted which attempts tocreate 
some sort of continuity out of the origi- 
nal non-sequiter hodge podge. And in 
the caption precccding “The Valc of 
Lost Women,” it said: , he has 

fought and intrigued his way. . . “ In- 
trigued? Indeed! There is very little 
evidence that Conan could do much 
morę than growl or utter an occasional 
short—very short—sentence. 

Thcse same captfons also inform us 
of the progress of Conan*s career as a 
Professional soldier. Between the ages 
of twenty-threc and twenty-four. to cite 
an cxample. we are told that Conan has 
been a condottiere in the service of Ne- 
media, Ophir and Argos, This raises tłie 
ugly suspicion that Conan is far morę of 
a professional deserter than a Profes¬ 
sional soldier, unlcss the Hyborian 
kingdoms fight very very smali and 
short wars. But this would argue 
against the need to hire mercenaries, 
wouldn‘t it? 

Yc-t, Conan goes on to becomc far 
morę than a merc />eau sabreur. He 
cvcn manages to get himself promoted 
to the rank of king. Thafs heavy stuff. 
Here. the simpleton Howard created 
comes into conflict with the lifc the 
character assumes. A simpleton can 
certainly become a professional soldier 


and he can certainly sit upon a throne. 
Actual history of our own world fur- 
nishes ample eyidence of that. But sim- 
plctons don’t rise very far from the 
ranks and they must come a long way 
from there if they are to mount a throne 
that was not givcn as a birthright. 

But rise from the ranks Conan does 
and he gains a throne for himself as 
well. And this means simply that the 
character got the best of his creators. 
Unfortunately. this growth takes place 
“off sercem” to borrow a premise from 
the movie makers. Conan pops out in 
one episode after another, expcricncing 
all those adventures while the impor- 
tant events in his lifc that go into the 
shaping of the mail lakę place else- 
where. And no one is morę keenly 
awarcofthis void than the wargameror 
anyone w r ith morę than a passing inter- 
est in military history. 

The Hyborian Age reverberates 
again and again to the clash of arms. 
But we get to see precious little of it, 
because such matters were either quite 
beyond the ken of Howard and his suc- 
cessors or nonc w r crc prepared to do the 
homework to fili in the details of the tap- 
estry that is the Hyborian Age. 

Thus, while it is quite an open secret 
that Conan stories furnish dandy plots 
for DUNGEONS AND DRAGONS see- 
narios, which are such a favorite with 
theyoungerset thesedays. matters are 
quite dilferent when it comcs to the 
mat ter of creating sccnarios for a war- 
game. And the Hyborian Age kncw r 
war. There is no doubt whatcver. 

Taking the imagery of Howard and 
his suceessors at face value, what we 
get is a fuzzy and indistinct view. Un- 
like, forexample, in the Gor stories. on- 
ly Conan seems to be in elear focus. 
And whenever the background does 
cmerge, however briefiy, the view of 
Hyborian military institutions seems to 
be uncomplimentary. 

By way of an example, one may de- 
duct from “The Hall of the Dead.” that 
the armed forccs of Zamora wcrc hard- 
ly worth their weight in refuse. Captain 
Nestor is forced to enter the story with a 
band of five soldiers—all that could be 
found in the barracks. And this in the 
proximity of the royal residcnce! Nor 
has he any confidence in the five he has. 
But why should he, when one considers 
that an entire company of them was 
lost to a sług in the ancient city of Lar- 
sha, a frightful animal Conan kills 
simply by dropping a piece of seulpture 
on it! 

Since Zamora was not summarily 
swallowed by its neighbors and madę 
to pay tribute. we must assume that. 
perhaps, there was morę there than 
meets the eye. 

In other stories. horsemen appear 
w hich display a vaguc kinship to the 
nomad horsemen of Asia. But we had 
better rule out the Mongols. Were Con¬ 


an to meet them a outrance, he might 
veiy well go down in defeat, because 
these stal wart fighters who drew' one 
hundred and fifty pound bows knew 
nothing of the nicety of heroes, cults 
and legends. Surely, if Samuel Colts 
sixgun was the great equalizer of the 
American West then the laminate re- 
curve bow of the Asiatic nomads ful- 
filled a similar function during the cen- 
turies preceeding the inventlon of gun- 
powder. 

To come togrips with the military in¬ 
stitutions of the Hyborian Age. w r e must 
go back to the source and find the well 
from which Robert E. Howard drew the 
inspirations for his Conan stories. And 
here. the map of the Hyborian Age, the 
names of the kingdoms as well as the 
names of some of the characters ofler 
some solid clues. 

Take Vanaheim and Asgard, the 
lands of the Vanir and Aesir, Ymir, 
whose daughter Atali we meet in “The 
Frost Giant s Daughter.” they all come 
straight out of Norse mythology. Simi- 
larly did Greco-Roman mythology and 
elassies like the Tales of the Arabian 
Nights furnish endless fuel and plots to 
Howard s stories. 

As I mentioned above, it was the de- 
vice by which all this materiał from 
such a diversitv of sources might be 
brought into play, that w'as Howards 
most important think-piece of the Con¬ 
an stories: the Hyborian Age. 

Having accepted his basie premise 
and backing away sufficiently to take 
stock of the Hyborian civilization. we 
find ourselves with a situation where 
just about anything of the pre-gunpow- 
der era goes. What Howard does give 
us, is the vision of a soeiety where the 
military institutions of two millenia, 
morę or less familiar to us, appear to co- 
cxist side by side. And that poses a fas- 
cinating challenge for the would-be de¬ 
signer of sccnarios for wargames set in 
the Hyborian Age. 

In finding a parable in our own world 
upon which we might construct a mod¬ 
el for Hyborian military institutions, 
the first Lhing that comes to mind is a 
similarly vaguely drawn era of the 
Western World, the times of the Merov- 
ingians and the early Karolingians. 
Spanning the centuries between the 
demise of the Roman empire and the 
rise of the Karolingian empire, we gen¬ 
erał ly refer to them as the Dark Ages. 
because the flow of literary sources 
from that period is sparse. when com- 
pared to t he written legacies of Romę 
and medieval Europę. Yet, it is precisc- 
ly in this era, where Howard might 
have cast Conan who conforms so 
much to the image of those barbarians 
who dismembered the glory that was 
Romę—for Roman citizens. that is! 

In order to construct a Hyborian 
model. let’s take a brief look at Merov- 
ingian Gaul. 
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Maroto s interpretation of Conan. 

As the power of Romę waned during 
the fifth century AD, the erstwhile prov- 
ince of Gaul fell under the sway of sever- 
al. more or less Romanizcd factions. 
The era of the Merovingians began 
when Clovis, the chieftain of a Frankish 
warband, gained sufficient support to 
seize eon troi of Gaul. The preeise datę 
of the start of the Merovingian era is 
generally reekoned from the year 481 
AD, when Clovis assumed his patri- 
mony at Toumai, w r hich probably in- 
cluded no more than a few hundred 
fighting men, This year, however. also 
marked the beginning of a struggle 
which did not really come to an end un- 
til the demise of the Merovingian dy¬ 
nasty and the rise of the Karol ingians 
during the middle of the eighth cen¬ 
tury. 

With this much for a generał back- 
ground, there is much about the miero- 
cosm of Gaul that reminds us of the Hy- 
borian Age. 

On the one hand, there are the cities 
which, monetized through their local 
trade monopolies, have the hard cash 
necessary to maintain garrison of Pro¬ 
fessional soldiers. very much along the 
lines of Roman imperial institutions. 

Then, there are the magnates, impor- 
tant land holders who, while rich in 


land and its produce, are poor in cash. 
They generally maintained mounted 
retainers, Lhe forerunnersof the medie- 
val knights, bachelors. unmarried 
young men who served against the pro- 
vision of room and board and whatever 
loot occasional warfarc might produce. 

Next, there were smaller ethnic 
groupings, including old Roman mili- 
tary colonies, which had their own, 
more or less Romanized laws. The colo¬ 
nies, for cxample, might raise maui pow¬ 
er more along the lines of republican 
Romę. 

There were also the Burgundians, 
who had a standing army, very much 
along Roman lines. 

Lastly, there were the Germanie trib- 
al associations. And. for the period in 
ąuestion here. the Franks were their 
most important element. The Franks. 
who had settled in the Rhine-Main re- 
gions, known as Franconia, were actu- 
ally an ethnic minority in Gaul. Their 
bulk sat in Germany and those Franks 
who were to play important roles in 
Merovingian alTairs were aetually the 
warl>ands. commanded by the reguli, 
which had. on occasion. served tlie em¬ 
pire as mercenaries. However, those 
who were settled further to the east and 
more accustomed to pushing the plow, 
could, from time to time, becalled upon 


to support the pagi, the fuli time fight¬ 
ing men of their counts. Not far differ- 
ent from the magnates of Gaul. 

What becomes significant during the 
era of the Merovingians is that the mi- 
grations both within and beyond the 
borders of Romę are drawing to a con- 
clusion while new power constellations 
arise. It is no longer the tribal migration 
of Visigoth, Ostrogoth, Vandal, orother 
tribes whoshape the map of Europę. In- 
stead. we witness the waxing and wan- 
ing pow r er of great families or clans and 
their clients. 

In a world. replete with matricide, 
patricide. fratricide, intrigue, treason 
and all the other so-called “Byzantine” 
crafts of state, Merovingian Gaul. still 
tribal Germanicum and what re- 
mained of tlie Roman empire, might 
have served admirably as a back- 
ground for a Barbarian of Conans sta- 
ture. But it would have also limited 
Howard s style. Not only would have 
whatever smat tering of reality his read- 
ers had cut across the imagery of the 
fantasy, there would have been little 
room left for tlie magie and sorceiy we 
encounter so often in his stories. No. In 
view of the no-holds-barred situation of- 
fered by the Hyborian Age, it was best 
to leave the Mcrovingian dog lic. But, 
we need not do the same. 

What served Howard*s purpose in 
one dircction, can serve us in the other. 
Enjoying the freedom of action Howard 
created for himself, we can do likewise. 
Going through the Conan stories, it be¬ 
comes a simple mat ter of deteeting 
Greek. Roman or Near Eastern pat- 
tems, of Asiatic nomads or Norse sea- 
farers. It becomcs equallv simple to 
take stock of their military institutions. 
Kingdoms can federate or be madę and 
broken. Strange alliancescan generate 
even stranger bedfellows. How about 
pitting a Żulu impi against a cohort or 
twoof Roman-style legionaires?Onlv in 
the Hyborian Age can a Djinghis Khan 
comc thundering out of the reaches be¬ 
yond Hyrkana and, perhaps, only in 
Hyborian times can he be defeated? 
The arguments over encounters of this 
naturę can provide fucl for years of eon- 
troversy where no one can ever be en- 
tirely right or wrong. 

With the Hyborian Age. Howard pro- 
vided the designers of adventure or 
wargames with a stage that is limited 
only by the absence of gunpow'der. For 
those who have suiTicicnt background 
to construct their own gamesand back- 
grounds. cnough has already been 
said. Il onę would, howcver. like to have 
a more concrete starting base. the Mer- 
ovingian and Karolingian eras and the 
image of the Western World as it pre- 
sents itself during those times will serve 
effectively. All one need do is pług Hy¬ 
borian names of places into the right 
places. The en tire Hyborian business 
is, at once, that complcx and simple. A 
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FLEETS 


At sea or in space, fleets are a wargamer’s delight. 

By RICHARD RIEHN 


I n the age of nuclear carriers, 
missile frigates and submarines, 
the battleship has become a muse- 
um piece—like the dinosaur, who saw 
himself ruled out of existence by an 
ever-changing ecology. That, however, 
was an evolutionary process which 
took millennia to go fuli cycle. The de- 
mise of the battleship came suddenly 
and with a great deal of fanfarę, even if 
most people were so unaware of what 
was actually happening that the truth 
of the matter did not dawn upon them 
until some time after the events. 

When submarines, dive bombers 
and torpedo planes wiped one Levia- 
than after another off the board during 


World War II, they left battleship ad- 
mirals and others in their wake. But, 
like the ships themselves, the former 
had outlived their purpose. With no 
new support for battleships coming 
from the ranks of the junior officers, 
battleship admirals eventually retired 
out of the service and became at flrst an 
endangered and then an extinct spe- 
cies. No morę fierce struggles in the ap- 
propriations committees over how 
much money would go to the building 
of new carriers. 

But the changeover didn’t come easi- 
ly. Pearl H ar bor and the demise of Bat¬ 
tleship Row was a shock. But several of 
those ships were recovered and over- 


hauled until they were better than they 
had been before. Meanwhile, the other 
side was dealt some eąually harsh and 
morę lasting lessons. And over the 
strains of victory, it was that much 
harder to profit from the other side’s 
lessons than it was from one’s own. The 
idea of a ship having a rangę for its fire- 
power limited only by the rangę of the 
aircraft it could launch had not yet 
taken root. Nor did anyone see the air- 
plane as a mere ship’s weapon. An air- 
plane, after all, had a life quite of its 
own. Had not the operations against 
Crete proven to the British that seapow- 
er was no match for land-based airpow- 
er? Thus, the superiority of the carrier 


Fighting Sali from Valiant. 
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over the conventional battlewagon was 
still shrouded in the smoke of the naval 
battles waged in the Pacific, when the 
Bismarck was introduced. 

Radar gun laying eąuipment had 
madę it possible for the Bismarck to de- 
molish the Hood with gun fire over dis- 
tances that could hardly be gauged by 
the naked eye. Dive bombers and tor¬ 
pedo planes have already madę this 
kind of gunnery look like child’s play. 
And, prophetically, it was to be a squad- 
ron of torpedo planes. already anti- 
ąuated by the standards of the times, 
and not the guns of the British battle 
linę which were to seal the doom of the 
mighty Bismarck. The public did not 
get to see this too clearly, because pub¬ 
lic relations presented the results differ- 
ently. But the battle linę, so long the 
measure of seapower, had already been 
laid to rest by the onrush of airpower. 

And it was with the very recognition 
of airpower that a new idea took hołd: a 
flying navy. It was a notion that would 
have been unthinkable just a few dec- 
ades earlier. Yet, there it was. And, 
morę significantly, it took away from 
the new service spawned by the flying 
machinę—the air force—the very place 
it seemed to have eamed for itself. 

Looking to the stars, hardly anyone 
thinks in terms of aircraft flying from 
one airfield to another. Instead, we 
think of spaceships navigating be- 
tween ports, floating in another sea 
where the planets have become the dis- 
tant continents. And the naval units 
guarding these new space lanes with 
everything ranging from dreadnoughts 
to cruisers and destroyers bear morę 
than passing resemblance to their erst- 
while alter egos who still plow through 
the far morę solid H 2 0 on good old 
Mother Earth. It reminds one of sayings 
like: “Change is the only thing of per- 
manance,” or “The morę things 
change, the morę they remain they 
same.” That is to say, “Ali things in life 
are relative and relativity remains in 
constant flux.“ A lot of words? Not at 
all. The unspoken complaint of the 
typical soldier is that even though he is 
being constantly apprised of new 
developments, he soon leams that, 
while the tools may change, the prin- 



Stardate: 3000 from Yaliant. 



Two ramming-apccd galleys by Yaliant Modela in 1/1200 acale. 


ciples underlying their use generally do 
not. 

Does only the admirał commanding 
a spacefleet from Stardate: 3000 
(Valiant) or Starfleet Wars (Superior) 
face threats from all directions, i.e. 
above, below, from all sides? Certainly 
not. Our fleets today may be attacked 


similarly. However, we use diflerent 
means to deal with threats which come 
from above and below. In this respect, 
the Starfleet admirał leads a somewhat 
less complicated life. 

And what of those days when iron 
men sailed wooden ships? What were 
the demands placed upon a Nelson? 
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The simplest answer to this is that they 
were different but certalnly not less 
complicated. 

For one thing. the eighteenth cen- 
tury Man-of-War sailing ships was en- 
tirely dependent upon the wind. If the 
wind did not blow, the most powerful 
bat tle fleet in the world would simply lie 
becalmed. When itdid blowand the en¬ 
emy was in sight, then it would form 
part and parcel of every tactical move to 
be madę. And tactical moves at sea 
were far morę complicated than on 
land. 

The cannon, like its cousin the mus- 
ket, was a smoothbore. As such. its 
rangę and accuracy left much to be de- 
sired. The guns were massed closely to- 
gether for the maximum shotgun elTect 
that became known as the broadside. 

This ultimately gave rise to a class of 
ships known collectively as ships of the 
linę. That is to say, ships which packed 
from thirty to fifty guns both in their 
port and starboard batteries. However, 
it was also leamed that the mar gin of 
force a Pirst ratę of 100 or morę guns 
might hołd over a 72 was not nearly so 
great as the differences in the cost of ac- 
ąuisition and maintenance. This madę 
the 72s the most important class of 
ships of the linę. 

Having created a large number of 
such gun platforms, the most cffective 
way to bring their power to bcar was to 
bring them together in a long keel linę. 
Thus, as in the ancient rowing galley, 
the basie tactical system was quite 
analogous to that practiced on land. 
Linear tactics operated both on land 
and on sea. 

For the wargamer. few eras can pro- 
duce better war materiał for realistic 
gamę scenarios than the eighteenth 
century naval actions. Here. one need 
not be encumbered with the need to de- 
vise all sorts of ratios to bring the rcal 
thing down to proportions manageable 
on a gamę table. No need to let four, six 
or eight little men stand in for a battal- 
ion of six hundred. Not even Nelson’s 
fleet at Trafalgar is so huge that it can 
not be reproduced, ship for ship. by a 
collector of moderate means. 

And when it comes to the matter of 
attaching damages to our fleet units. 
ships are machines. The ring. looped 
over the tip of a mast, its color possibly 
determining how much of it has been 
lost. etc., reąuires far less of a stretch of 
imagination than figuring out how 
much a battalion which has lost twenty 
percent of its men is really worth. 

A ship which loses a mast or morę, 
will shear out of the linę and may or 
may not be picked up aiterward by the 
victorious side. 

Indeed, with so much empathy for 
the machinę we seem to have these 
days, it is surprising that we don t have 
morę sea gaming, especialJy with the 
excellent products of outfits like Yaliant 


and GHQ in the traditional vein and 
Valiant and Superior in the space busi¬ 
ness. 

The traditional shipmodel, forexam- 
ple, reąuires only moderate skills for as- 
sembly. As for the finishing, this is 
another matter. But here the ąuestion 
is one of purpose. To do the supeijobs to 
be seen in the accompanying illustra* 
tions is really much morę than what the 
gamer needs. The castings are so at- 
tractive that they can get by with a 
priming or the very simplest of paint- 
ing. 

Valiant, which offers an extensive 
linę of conventional ships, of which 
many. especially the 1/1200 scalę 


units. may be readily adapted to sail off- 
planet seas, also has a futuristic linę, 
Stardate: 3000. These units. for which 
movement stands are also available. 
bear strong resemblance to Buck 
Rogers cotlee grinders seen during the 
days of Buster Crabbes original stints 
in the series. 

Since there is, at this writing. no 
known historical literaturę of space 
w ars. from which gamę plans and scen¬ 
arios might be abstracted. Battleline’s 
ALPHA OMEGA boardgame, which 
has been adapted for use with Stardate: 
3000, will fumish the beginner with an 
excellent starting point. 

Morę about fleets to come. A 


Wi^rds & Li^rds 



OTHERS MAKE CLAIMS...SUPERIOR OELH/ERS 



It is easy to make claims, that's why we at 
Superior Models ask you to compare. Cast in 
a uniąue alioy to insure fidelity of detail, you 
don't have to be a wizard to see that these 
highly detailed, accurately scaled 25 mm figures 
will morę than satisfy 
the fantasy gamer and 
connoisseur alike. 



DISTRIBUTED BY 

AlNAVC0 DISTRIBUTORS I COULTER-BENNETT Lłd. 

804 442-2323 | 213-980-6362 
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ANINTERVIEW WITH 

ERIC GOLDBERG 

Erie Goldberg, the master adventure games irwentor, talks to our editor. 


By MIKĘ KILBERT 


M any people like to play what is called "adventure” 
games—anything from wargames to science-fic- 
tion boardgames to fantasy role-playing games. 
But how many people know what goes into the box that 
they’ve just bought. It certainly is a rare opportunity to be 
able to chat with someone like Erie Goldberg who has 
designed just about every type of gamę available. 

Erie Goldbergs credentials are known throughout the in- 


dustry through his long list of credits—from KURSK to 
JOHN CARTER OF MARS. from COMMANDO to DRAGON- 
QUEST. and the list goes on. I think that you will find his 
comments both insightful and interesting. 

His ideas will challenge you whether you are a player or 
possibly one of those people who hopes to design a gamę of 
his own one day. (Don’t we all?) No matter where you fit 
in—Eric’s comments are illuminating and appropriate. 


MK: As the designer of Simulations 
Publication s DRAGONQUEST, are 
you happy with the way it was produc- 
ed? 

EG: Weil, I’m not entirely happy, but 
then again no designer is once the gamę 
comes out. We always want things ex- 
actly right. Sometimes we’d even like to 
go back and make some changes in the 
whole system. But overall I am pretty 
impressed with the way it came out, 
especially sińce it was done over a con- 
centrated period of six months. 

MK: What would you have added to the 
gamę if you had the chance to make 
some changes? 

EG: I had some religious and magie 
items systems that I wanted to include: 
they will be released as supplements. 
The problem was that the rules were 
way over-length. The rules ran about 
150 pages, they were supposed to be six 
or seven pages. 

I was disappointed with the cover. 
MK: The cover of the box or the cover of 
the rules? 

EG: The cover of the box. But Red- 
mond Simonsen (Art Director of SPI) is 
probably a better judge of that than I 
am. I guess I could nitpick, but there are 
a lot of good things about the gamę. The 
illustrations came out very well. I think, 
overall, the rules presentation was the 
best ever done for a role-playing gamę. 
Role-playing games are chronically dis- 
organized, so Tm pretty pleased with it. 
MK: Getting back to the covers. I was 
disappointed with the covers of the 
rulesbooks. They seemed to lack the 
color, the flair. the flash that I think to- 
day’s market requires. 

EG: Initially I thought they were good. 
You’re right they do lack the flash. I 
would have liked a full-color magazine- 


type cover for each book but there were 
budgetary limits. SPI works out a price 
formula for each gamę based on the 
components that are included. The for¬ 
mula did not allow for the expense of 
that type of cover. So instead of a slick 
cover, there are morę rules. I think that 
most gamers would prefer less expen- 
sive covers and morę rules. 

MK: When 1 first saw DRAGON- 
QUEST. in playtest format. I went 
through the rules and it seemed to me 
that they were not fun. They were very 
straightforward. To me it really was a 
fantasy role-playing gamę done by a 
wargaming company. When I spoke to 
some people at SPI about it, they in- 
dicated that they wanted to break some 
new ground with this gamę. As the 
designer, what’s your opinion? 

EG: At SPI we agreed that the existing 
role-playing gamę rules were basically 
chaotic. And I felt that even if some peo¬ 
ple interpreted this disorganization as 
good. it was not the path that DRAGON- 
QUEST would follow. I still insist that 
what any gamę needs is well-con- 
structed, tight rules. DRAGONQUEST 
may not be the best set of rules ever 
written, but in comparison with other 
role-playing games on the market they 
are pretty good. 

Also you should keep in mind that 
the section that you saw were the com- 
bat rules, which in my opinion are the 
weakest part of the gamę. We later de- 
voted much attention to improving 
that section. between the playtest copy 
that you saw and the finał version. 1 ar- 
gued with my collaborator on that sec¬ 
tion. I felt that the combat rules were 
overly complicated and overwritten. 
Unfortunately because of our tight 
deadline, we didn’t make all the 


changes that I would have liked. There 
will be a new system released by the 
timc this interview appears. (See Ares 
*3. ARENA OF DEATH). 

MKsWhydid you decide to do a fantasy 
role-playing gamę in the first place? 
EG: I have been playing role-playing 
games for over four years. I started with 
DUNGEONS & DRAGONS, just like ev- 
eryone else. But there was one thing 
that always bothered me about D&D; 
they were one of the worst set of rules 
ever written, even though the basie 
idea was excellent. I‘m talking about 
the original version, right now there are 
about 31 flavors of D&D. I thought I 
could do a better gamę. 

I set up certain basics for my gamę. 
There had to be a Gamemaster; the 
rules had to be well-organized; it had to 
be consistent with legend and mythol- 
ogy—unlikc D&D which calls monsters 
by one name and has it be another 
monster—and I wanted the system to 
hang together well. I think that in 
DRAGONQUEST I succeeded on these 
four points. It may not be a perfect 
gamę, but it s a good one. 

MK: Was DRAGONQUEST something 
you wanted to do, or was it just some¬ 
thing that SPI scheduled? 

EG: I suggested it to SPI. We spent 
about a year negotiating how it was go- 
ing to be done. SPI did not understand 
what a fantasy role-playing gamę was, 
they thought thev could just knock olT 
another PANZERGRUPPE GUDER- 
IAN. 

MK: How much of this gamę do you 
owe to your previous design of COM¬ 
MANDO? Is there any relationship? 
EG: Very little, except in philosophy. 
There are a few ideas that I carried over 
from COMMANDO. but not the rules 
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A series of painted examples of Heritage’s KNIGHTS OF KING ARTHUR gamę, 


system per se. COMMANDO did get an 
award for the Best Role-Playing Gamę 
of 1979, so maybe I should have bor- 
rowed morę heavily than I did. But I felt 
that there were things in COMMANDO 
that were not appropriate to DRAGON- 
QUEST. 

MK: If we talk about your three best 
known designs: DRAGONQUEST is 
difTerent from COMMANDO, but they 
both involve some experimentation. 
And then KURSK, another title that 
you did for SP1, isa totally different type 
of gamę from the other two. 

EG: Yes, thats true. KURSK is whats 
usually called a historical simulation 
which is on the other end of the field 
from fantasy role-playing. I was quite 
lucky in the case of KURSK because I 
had the aid of someone in the National 
Archives who madę a five-year study of 
the battle and with that type of support 
I was able to concentrate on the gamę 
aspect of the design—to try and re-cre- 
ate the feel of the battle. 

MK: Is there any crossover from one 
gamę to another? 

EG: Not entirely. There are some other 
games that “steal” from each other. 
Some of the work 1 did on JOHN CAR¬ 
TER OF MARS (for SPI) ended up in 
DRAGONQUEST. The way that the en- 
counter system for DRAGONQUEST 
was supposed to work, was fleshed out 
from JOHN CARTER. It may not be ob- 
vious to most gamers. but 1 know its 
there. It’s always good to “steal” from 
previous designs rather than doing 
something completely new. If theres 
an existing system that works, you 
shouldn’t end up beating your head on 



'Id 4 . Ritchi# 


The cover of Erie Goldberg’s fantasy gamę, DRAGONQUEST. 
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Erie Goldbergs la test adventure gamę for SPI. 


the wali coming up with a mediocre 
new system just for the sake of being 
different. 

MK: If you use the same system In two 
games, aren‘t people buying the same 
gamę twice and only changing the loca- 
tion? 

EG: That’s llke saying if you bakę two 
cakes with sugar, that you*re making 
the same cake. That really isn’t true. 
Systems represent different things. If 
movement in two campaigns work the 
same way in history. then it makes 
sense to use the same system in two 
games. However if the combat system 
is different in both these games then 
you really do have two different games. 
MK: Lefs assume that some gamę 
company had achieved a “perfect” sys¬ 
tem for some period of battle. for in- 
stance, a perfect WW II tank battle. . 
EG: I‘d like to see it, by the way. 

MK: . . once that has been accom- 
plished. then all they have to do is move 
the maps in the games around from the 
East Front to the West Front and to the 
various other areas. They could just 
chum out one gamę after another, just 
give people different maps. 

EG: Thafs true, if, and only if. some- 
one would find that perfect system. 
Youre forgetting that using the same 
system over again does have some ad- 
vantages. A good deal of the people who 
buy games like to see the same system 
applied to different battles. 

MK: Because they don’t have to leam 
the rules all over again? 

EG: Yes, and because they have proba- 
bly found a system that they prefer. I 
like to piay the PANZERGRUPPE GU- 
DERIAN system from SPI and I would 
prefer morę battles using it. over leam- 
inga whole new system that I might not 
like. Of course I would not like to see a 
gamę with the PANZER BATTLES sys¬ 
tem (also from SPI) which is a a very 
poor gamę. 

MK: Tm surę that many of our readers 
have not gone through the complete 
process of designing a gamę. Where 
does it start? 

EG: First you must decide on a subject. 
Lefs assume that if s going to be a fan¬ 
tasy role-playing gamę. like DRAGON- 
QUEST, or its a WW II battle gamę—in 
the case of KURSK. At this point you 
must do your research. 

In the case of a gamę like DRAGON- 
QUEST you would have to get a good 
grounding in mythology and legend, 
and in some of the mechanics in the 
field. With KURSK you would have to 
get a lot of historical research done. 

Once you ve completed your re¬ 
search you must decide on what the 
“statemenf ‘ of the gamę will be. In the 
case of KURSK, I wanted that statement 
to be that it was a battle of attrition; 
while in DRAGONQUEST I wanted to 
make it elear that you are playing a 
character. not a series of numbers. I am 


a 16-14-22-23. You’re not playing a role 
if you do that. you’re just playing some 
numbered characteristics. 

Then I must work out the separate 
systems that I must use. In KURSK it 
was movement-combat-artillery-de- 
ploying units. In DRAGONQUEŚT it 
was character generation-combat- 
monsters-magic-adventure-skills. 

Once I have this sketched out I would 
write a first draft of the rules. At this 
point I would also have people playing 
it. If it works I would go on from there. 
MK: Lefs back up a bit. Don’ t you have 
to have approval from the company 
that youre working for; on the title and 
other related considerations like gamę 
size, projected price, etc.? 

EG: In the case of the games that I did 
for SPI. I had approval before I even 
began doing research. Many freelance 
designers will choose a title on the hope 
that they can make a good gamę of it. 
For instance, John Prados did TH1RD 
REICH for Avalon Hill and did not deal 
with them until he had the gamę ready. 
And they took it, because WW II stra¬ 
tegie level games were popular then. 
MK: With a philosophy and a first draft, 
what then becomes your next step? 


EG: The next step will be to get even 
morę people to play it. Hopefully it will 
be experienced people who can pick 
apart a raw design rather than just 
players who are having fun. If it doesn't 
“feel righf ’ they‘re going to have to tell 
you where and why it doesn't work. 
They have to tell you: “If you fix these 
things it will work.” 

Eventually if you keep trying hard 
enough, you will get the gamę to work. 
A lot of games on the market that don’t 
work have probably bypassed this 
stage. 

MK: Do you find that you like some 
playtesters morę than others? 

EG: Of course. Ifs just like any other 
job. Some people are better at it than 
others. I trust some playtesters morę 
than others. 

MK: How do they express their 
thoughts about the gamę to you? Do 
they write an evaluation? 

EG: I generally sit down and “debrief ’ 
them. J ust like a Staff meeting in the ar- 
my. I don’t want them to think that 
they are hurting my feelings by telling 
me what’s w r rong with the gamę. If they 
aren’t honest then a fault in the gamę 
could be carried into the finał version. 
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Once you get as close as a designer geis 
to the gamę it becomes very hard to 
pick out the flaws. I hope that they will 
come and give me the worst possible 
opinion of the gamę that they can. They 
over-react on purpose. 

Hopefully I can eliminate their com* 
plaints without making too many 
changes in the gamę. I also have to be 
careful not to upset the basics of the 
gamę: like movement, objeetives, etc. 
And without making any new prob- 
lems. 

MK: Does it ever happen that a group of 
playtesters will be so experienced that 
they will play the gamę without reading 
the rules too closely? In effect, they are 
assuming that you have included 
something that is basie to all games, 
and therefore overlooked by them? 
After all with their experience the gamę 
will work. 

EG: Yes it does happen. You will end up 
with a situation where the public gets it 
and the missing factors could cause ser* 
ious problems. 

MK: How to you try to eliminate this? 
EG: Sometimes we use another form of 
testing called '‘blind-testing. ,, We send 
the gamę out by mail to other testers. 
They can find these errors because they 
do not have the designer nearby to ex- 
plain things to them. They just have a 
map, counters, and a rough copy of the 
rules. They are the last checkpoint. 
They have never seen the gamę before. 
They must work only from the manu- 
script, and if it works for them, then 
hopefully it will work when it s on the 
market. 

MK: After playtesting is completed, 
what is the next step? 

EG: A designer must then write a finał 
draft of the rules, incorporating all of 
the changes that were madę along the 
way. Taking off all the rough edges. 

Of course it can happen that some* 
where along the linę someone blows 
the whistle and says it all doesn’t work. 
Originally there was another designer 
working on KURSK, and the research 
he had was erroneous. It had very lit tle 
to do with the battle. A guy in Alaska 
and a guy in Washington, D.C. said: 
“Wait a moment, there is something 
wrong here. I know this is not the battle 
of Kursk they Te playing. It only looks 
something like it. M 

So even though I was asked to devel- 
op it, 1 was forced to re-design it. It had 
been done wrong. If that flrst KURSK 
had been released it would have been 
embarrassing, so we were lucky to 
catch it. 

MK: When the gamę is finally released 
are you then finished with it? 

EG: Then you begin to do the “errata/’ 
which is basically a list of corrections. 
Some players will say if you are issuing 
errata then you are admitting that the 
gamę has some serious problems. You 
show me some gamę on the market, 


that is not ridiculously simple, and I will 
show you a gamę that has errata. It’s 
just a ąuestion of whether or not a com¬ 
pany is conscientious enough to release 
errata. These games are complex and 
in terms of the time frame that they are 
done, they just cannot be done perfect- 
ly. 1 have yet to see a “perfect” gamę. 
MK: How long does it take from the ini- 
tial draft of the rules to getting the gamę 
on the shelves? 

EG: It varies widely. Most games take 
about flve to six months. 

MK: Would that be true for all games. 
no matter what the size? 

EG: That is an average. A gamę like 
NAPOLEON AT WATERLOO (SPI) 
took about four months, but CAM- 
PAIGNS FOR NORTH AFRICA took 
two and a half years. 

MK: But some people feel that NAPO¬ 
LEON is a “good” gamę. while CAM- 
PAIGNS is not as good. 

EG: That’s true. But that's because 
some designs “click” and are a com- 
plete success, while other games have 
limited appeal. 


MK: Why does a company embark on a 
project like CAMPAIGNS when they 
have a feeling all along (and I’m surę 
they did) that it might not be that suc- 
cessful? 

EG: Saying that, it like saying if you 
can*t compose musie as well as 
Beethoven, then don't write musie. 
MK: What’s next for Erie Goldberg? 
EG: Right now Fm working with West 
End Games on a Napoleonie gamę de- 
signed by John Prados called CAM¬ 
PAIGNS OF NAPOLEON. Fm working 
on rules rewiites and testing the gamę. 
They‘ve also got an Arabian Nights 
gamę in the pipeline, and a very strange 
sort of religious gamę, 

I have talked to Avalon Hill about do- 
ing a fantasy role-playing gamę for 
them. Fd like it to be on a simpler level 
than DRAGONQUEST, so that it would 
attract morę new gamers. I have been 
talking to some other companies that 
are interested in my services, but they 
may not be willing to pay me what I 
think Fm worth. Fm also busy writinga 
novel but that’s only a sideline. A 


ROLE - PLAYING GAMES 


R emember when you were a 
child and you played cowboys 
and Indians, or you played 
school. These were role-playing games. 
As Gary Gygax, major-domo of T.S.R. 
Hobbies and the designer of ADVANC- 
ED DUNGEONS AND DRAGONS, puls 
it: “Cops and robbers is one of the first 
role-playing games any one plays/* And 
he should know sińce his gamę is going 
to be one of the most popular games of 
all time. 

When you decided that you d be the 
good guy and those broom handles 
were rifles, then you created your own 
role-playing gamę. In your imagination 
(and in the imagination of the other 
players) ii’ you aimed that broom han¬ 
dle at someone and said “pow,“ it 
meant that he was supposcd to fali 
down “dead.” To you and your friends 
this became so real that you might ar- 
gue whether or not you “got him.” For 
as long as you played the gamę, you 
were really playing a part. a “role.” 

Of course these games even had 
rules—no running in the Street, only six 
shots before “reloading,” if you Te shot 
then youTe out of the gamę. etc. So 
when Fm talking about role-playing 
games you should be able to relate it to 
the experiences of your childhood. 

In role-playing games, the designer 
(see the Erie Goldberg interview) writes 
rules for the gamę, which are guide- 
lines for playing it So instead of a 


bunch of kids just running around. 
there is a system to it. Today s role- 
playing games cover a wide rangę of 
subjeets and settings—it can be 
science-fiction or World War II. it can be 
pirates or fantasy (the most popular 
form), spies or the Wild West, it can 
even be DALLAS (just like the TV 
show). 

No matter what the subject or the set- 
ting may be, there are some things that 
are basie to all these games. 

i—The Rules . They set up the basie 
gamę. Like the rules in any other gamę 
they tell you what you can or cannot do. 
In a role-playing gamę the rules them- 
selves tend to be rather informal be¬ 
cause they are only designed to start off 
the play of the gamę. Most role-playing 
games have “loose” rules because the 
designersdon't want the rules to inhibit 
playing the gamę. They feel that it' the 
rules don’t say too much, then you will 
be left to your own imagination. Other 
designers say that this is just a cop-out, 
a reason for not putting a lot of work in- 
to the rules. Whatever the designer s 
philosophy may be—his rules are only 
signposts, you must decide which way 
to tum. how fast to drive.... No de¬ 
signer would argue with letting it “all 
hang out.” 

The rules indicate what the seąuence 
of play should be. how to set-up the 
basie gamę, how to get the gamę 

(contlnued on page 47) 
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A beautiful diorama, created by Md Cohen* from The Empire Strikes Back 


Dr. Ernest Nora’s 
two original Star 
Wars figur es and 
James Maclntyre*s 
orcs, all personally 
created. 



THE “EMPIRE” 

CASTSITS INFLUENCE 
ON MODELING 

Three superb modelers emerge from 
recentcompetitions with Star Wars “goodies.” 

By MELYILLE COHEN, JOHN D. MACINTYRE and DR. ERNEST NORA 



My Worlds To Explore 


A t recent competitions this 
year, three outstanding 
fantasy modelers emerged 
as competition winners with their 
scratchbuilding efforts. It also 
tumed out to be the influence of 
The Empire Strikes Back which 
madę itself most strongly felt 
among each of these talented 
modelers. Beginning with Melville 
Cohen, who is a curator with the 
Department of National Parks, 
following with Dr. Ernest Nora, 
who attempted his first scratch- 
built figuręs and ending with the 
excellent representations of John 
D. Maclntyre, we will look into 
their own work as described by 
themselves. 

Melville Cohen 

This Diorama of Lukę Skywalker s 
X-Wing Fighter crashed in the swamps 
began with the assembly and painting 
of the MPC kit which was morę or less 
the only straightforward part of the op- 
eration. The scratchbuilding and con- 
version took place beginning with 
Luke’s body, the lower part of which 
was reconstructed using A&B putty so 
as to allow him to stand on the wing. 
Yoda was entirely sculpted using the 
putty and R2D2 was also partially con- 
verted in the same way. The base was 
madę from a piece of plywood, then 
covered with paper mache as was the 
main tree trunk. The intricate vine 
work on the tree was formed from vari- 
ous sizes of electrical wire beginning 
with heavy conduit and ending with 
the thinnest wire I could find. Although 
1 do use an air brush in my modeling, in 
this diorama it was not used at all. I re- 
lied entirely on Acrylic paints and the 
dry brushing techniąues in order to 
rush the completion of the piece as it 
was commissioned barely a week be- 
fore the opening of Vul-Con VII in New 
Orleans. The wet parts of the swamp 
were finalized with quick-drying lac- 
quer. By the way you might be inter- 


ested to know that the mist effects in 
the swamp were achieved with dry ice 
during the photographing by my good 
friend, Yiron Kersh. 


Dr. Ernest Nora 

As a modeler, I have been making fig- 
ures for approximately six years. How- 
ever, this was my first endeavor into 
figures of a fantasy theme. The impact 
of Star Wars has been obvious in the 
modeling world over the past several 
years, and I felt that The Empire 
Strikes Back provided a wealth of sub- 
jects to model. This was the first time 
that I ever attempted to produce figures 
in this manner; the end results you can 
judge for yourself. 

Work on these subjects, as with most 
forms of sculpture, began with draw- 
ings and examination of photographs. 
Movie stills and the program from The 


Empire Strikes Back were extremely 
useful. After the preliminary sketching 
was done, a sculptured armaturę of the 
Ton-Ton and rider was madę using 
wire from heavv paper elips. Thejoints 
of the armaturę were then affixed with 
5-minute epoxy glue. This being ac- 
complished, thin strips of epoxy putty 
were draped around the armaturę to 
simulate the various muscle groups of 
the figurę being sculptured. This was 
allowed to stand for 24 hours. 

It is very important in sculpting, at 
whatever scalę, to maintain appropri- 
ate proportions and to conserve normal 
anatomical relationships to obtain a re- 
alistic looking figurę. 

After the preliminary work of the fig¬ 
urę had been completed, morę epoxy 
putty in smali amounts was worked 
over the surface to simulate both the 
skin and the fur of the animal. The teeth 
and claws of the animal were also madę 


FANTASY MODELING /Winter 35 






with epoxy putty. The reins and belts flx Multipose Afrika Corps figures and 
were madę from automotive pin strip- were converted with Evergreen putty. 
ing. The base of the figurę was built up The binoculars were a real bit of kit 
with epoxy putty and then covered bashing and included binocular eye 
with model railroad earth. Ali paints pieces with the body madę from a Ger- 
used were humbrol fiat enamel. The man mess kit while the bottom was 
only exception being high gloss elear formed from a German potato masher 
enamel used for eyes. mouth, teeth, etc. grenade. 

The other figures in this group were The Orcs of the Misty Mountains 
constructed in an identical manner. scene really incorporated the largest 

amount of converting and special de- 
tailing. Airfbc Multipose Japanese In- 
Joilll D. Madntyre fantry were the starting basis for the 

My Worlds to Explore piece was figures with the commanders arm 
based on a painting by Ron Cobb and adapted from the Airfbc Cuirassier. The 
was basicallysculpted with sculpy. The Airfbc Pikę man provided the breast 
dragons eyes were fashioned from tax- piąte on the standard bearer as well as 
idermy birds’ glass eyes. Various pieces the articulated piąte armor on the com- 
of eąuipment were a combination of mander. The studded shield leaning 
styrene. commercial parts and sculpy. against the rock was adapted from a 
With the Ice Planet Defense vignette I coat button. The ground work of the 
combined some of the designs from piece was carved from balsa wood and 
The Empire Strikes Bock with my own overlaid with modeling putty. Ali in all 
inventions to form the turret. Its base as can be seen, creating your own vi- 
was a disposable plastic cup with verti- gnettes and dioramas in fantasy model- 
cal ribs madę from Plastruct pieces ing starts with a heavy application of 
while the walls of the turret itself were your own imagination combined with 
of hollow construction with a tumed, your adaptive resources of sculpting 
laminated styrene top and bottom. The and kit bashing to suit your own needs. 
gun included Plastruct tubing com- Thereareso many materials and pieces 
bined with facetted beads. The hatch of kits about that the only restrictions 
was madę from EMA (Plastrucfs big upon you are your skills in adapting 
brother) vessel ends and assorted tub- whatever isat hand toaccomplish what 
ing sizes. The figures started out as Air- you set out to do, A 


RINGOUEST is a new and unique mail 
order catalog, produced by a staff of elves, 
half-elves, and hobbits over at THE EMPIRE 
HOUSE. 

Modelers will love it because we have almost 
every major (and a lot of minor) lines of 
miniatures, paint of every conceivable color 
—plus the finest brushes available for small- 
scale work. 

Gamers will love it, too, because we have 
enough gaming miniatures to field armies 
and fili dungeons—not to mention a wealth 
of games and gaming accessories that will 
satisfy any player. 

If your bent is towards reading, we have 
magazines and publications, many which are 
hard to find through normal outlets. 

RINGOUEST is also a very special fantasy 
design company. We produce original art, 
buttons, and gaming accessories. We have in 
the works four new fantasy games to be 
released in the not-too-distant futurę: 

A OUEST FOR THE HOLY GRAIL™ 

—a boardgame for the pure of heart and 
slightly strange... 

WIZARDS' REALM™ 

—for fantasy role-playing. 

CAVERNS AND CAVES™ 

—it's not what you'd thinkl 
and DEFENSE OF THE SHIRE™ 

-a gamę of siege and strategy. 
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T he first new linę of fantasy fig- 
ures to be released this issue are 
the work of Cliff Sanderson and 
are known as the 54mm Stygian linę. 
These include smali humanoids 
known as Varls which are omniverous 
and particularly enjoy human female 
flesh. They are controlled by a very nas- 
ty, witchlike, winged creature and a 
splendid barbarian. These are excel- 
lently sculpted figures and are very 
characteristic of this fine artist. They 
are being released through Greenwood 
& Bali, the British firm distributed in 
this country by Coulter-Bennett. Ltd, 
12158 Hamlin Street, North Holly¬ 
wood, Califomia. 

ClifT Sanderson is also the contribut- 
ing sculptor to another superb linę of 
fantasy for Monarch Miniatures with 
his very zestful 54mm Nymphs and 
Satyrs merrily cavorting together in 
some sylvan glade. These, too, are most 
skillfully sculpted and reveal a gay 
abandon in atmosphere. Villy Praeste- 
gaard continues in his senes of Roman 
Gladiators which, although not entirely 
fantasy, fulfill a reasonable gap in many 


of the stories so oriented. These figures 
portray a reality of proportion which 
must have been evident among the les- 
ser combatants who were not always 
the splendid specimens of Conan-like 
humans. Monarch Miniatures. P.O Box 
4195, Long Island City. NY 11104. 

A new sculptor to enter the fantasy 
field is Al Charles. He is well known for 
his ancients in the military field, but he 
has now decided to create 54mm fig¬ 
ures produced by himself rather than 
through other manufacturers. His first 
efTort is a very resplendant lady with 
lance and shield mounted on a winged 
horse. This makes a very interesting 
piece and will easily accommodate any 
number of outworld heroines. For fur- 
ther information, contact Al Charles, 
46 Buchanan Road. Walsall WS4-2EN, 
England. 

From our old friends Imrie-Risely we 
have an interesting 75mm knight in an 
enchanted garden filled with fairies 
and leprechauns which is certain to de- 
light all the devotees of the Arthurian 
legends. It is a totally charming presen- 
tation and various bits of the whole can 


be purchased individually. I-R Minia¬ 
tures. Box 89. Bumt Hills, NY 12027. 

Valiant Miniatures has presented us 
with four new releases of movie 
monsters in about 60mm. These are 
well sculpted and give us the Mummy, 
Dracula, the Wolf Man and Franken¬ 
stein s Monster. These can easily be 
worked into dioramas or will stand very 
well on their own. Valiant Enterprises, 
Ltd., 97 Hickory Commons, Antioch, IL 
60002. 

Two new releases from Superior 
Models include a splendid angry 
Wizard clutching what is presumably 
his magie glass globe, this one by Ray 
Lamb of America, while the other is an 
impossibly overladen Space Marinę 
called David Smith by Ron Spicer. 
These 90mm figures are outstanding in 
their proportions and detailing. 

Under the title of MA9 Figurę Primer, 
Floquil has reissued their excellent 
paint in an aerosol can. I have used this 
product for years when it was issued as 
RM9 railroad primer. It is an excellent 
covering paint which obscures no 
detail and is impendous to oxidation. A 
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The works of a grand master revealed 

By SHEPERD PAINE 


lthough these three dioramas 
share many common features 
—scalę, setting, overall light- 
ing, and format—the fundamental 
problems each presented during con- 
struction were very different. 

The Swamp Ogre was my first ven- 
ture into fantasy, and was completed in 
1978. I had long admired the fantasy 
paintings of Frank Frazetta and was 
rather disappointed that no one had yet 
managed to capture the same feeling in 
a miniaturę format. The goal I set for 
myself, however. was not to duplicate a 
painting directly, but rather to capture 
the same mood in a different subject. As 
a result, The Swamp Ogre incorporates 
many standard Frazetta elements and 
details without being traceable to any 
particular painting. The Frazetta style, 
however, is morę than just a matter of 


physical details—composition (the ar- 
rangement of the figures). lighting and 
color play a very important part. 

Composition would not prove ter- 
ribly difFicult, but the other two would 
provide a real challenge. The lush color- 
ing that looks so great in the paintings 
can often look dangerously overworked 
in a three-dimensional format, so some 
care would have to be taken there. The 
dramatic lighting was to tum out to be 
my most effective creative device, as 
well as the most frustrating challenge. 
The lighting, morę than any other 
single factor, would establish the mood 
of the piece. 

Before lighting experiments could 


Left,The Swamp Ogre. Above f there’s 
“Fun in the Shires” as a Hobbit eon* 
templates his money. 


begin, however, the actual construc- 
tion would have to be well under way. 
The figures were sculpted from epoxy 
putty and painted in artisfs oils. The 
flesh areas of the figures (which are con- 
siderable!) were highlighted with pinks 
and shaded in greens, which give a 
successfully novel effect that I would 
not have dared to attempt before. 

The Ogre is based on a number of 
similar types I had seen, with additional 
details taken from the reptile section of 
zoology books. The realistic drool drip- 
ping from his mouth is nothing morę 
than a couple of nylon bristles from a 
hair brush coated with five-minute 
epoxy glue. The setting was fairly 
straightforward. Roots were used to 
provide the gnarled and twisted trees, 
with additional serpents and lizards 
madę in epoxy putty. For maximum 
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flexibility of lighting design, which 
would have to be madę up as I went 
along, and for access for later repairs 
that might be necessary. the en tire 
scene was constructed as a unit that 
could slide in and out of the outer case. 
This unit consisted not only of the base, 
water, trees and figures. but the back 
and side walls as well. 

The scene called for a dramatic eon* 
trast between light and dark, il- 
luminating the central characters but 
leaving other parts of the scene in semi- 
darkness. This effect could best be 
achieved by the use of miniaturę 
spotlights. However, the source of the 


light should not be evident. so these 
spotlights would have to be masked in 
such a way that the lights themselves 
were completely hidden and no indica- 
tion of their position given. 1 had work- 
ed out the basie mechanics of the 
spotlights themselves on a previous 
diorama. These are shown in the draw- 
ing (fig. 1). Furtherexperimentation led 
to the development of the new exten- 
sion tubę design shown. It‘s cut on the 
diagonal to conceal the light source 
from the viewer without diminishing 
the light cast. The spotlights over tlie 
diorama are mounted to a piece of 
pegboard that fits onto the top of the 


scene. The pegboard madę it easy to 
fasten the fbetures, etc. in place, and 
also to cut the necessary holes for the 
spotlights. The diagram (fig. 2) shows 
how the spotlights were arranged. Two 
were focused on the Ogre, one directly 
above and one above and to the front, 
while a third was mounted on the inner 
frame and aimed at the hero and 
heroine. The inner frame, three inches 
deep, was included in the design from 
the beginning. as a means of cutting 
down on the amount of room light 
“spilling” into the scene. A smali grain- 
of-wheat “filier" spot was added to the 
side of the inner frame to illuminate the 
back of the couple. Finally. a pair of red 
grain-of-wheat bulbs were used for the 
Ógre’s eyes. the wire leads of which dis- 
appear into the branches behind his 
head and are wired to the pegboard 
overhead. 

Early in construction, it occurred to 
me that a light coming up from 
undemeath the water of the swamp 
might add a nice eerie touch to the 
scene. Realizing that there was really 
nothing to lose (if I didn’t like the effect, I 
could simply tum it olf), I went ahead 
and cut an irregular hole in the plywood 
floor of the scene and covered it with a 
sheet of plexiglass. The seams were lib- 
erally caulked with five-minute epoxy, 
the trees and figures installed, and 
several layers of elear polyester casting 
resin poured in to form the water. Near- 
ly everyone asks what 1 used for the 
bubbles of swamp gas; these are 
nothing morę than several sizes of 
navigator’s domes from plastic 
airplane kits. dropped into place as the 
finał layer of resin was setting. A stan¬ 
dard 12 v. light was installed under the 
scene (fastened to the floor of the outer 
case) to provide the light. 

To give maximum control of the 
lighting, a separate “pot° (poten- 
tiometer, or dimmer) was wired into 
each light. The lights could then berais- 
ed and lowered in relation to each other 
until the desired effect was obtained. 
This was particularly important in the 
case of the Ogre’s eyes and the under- 
water light. both of which had to be pre- 
cisely controlled ii* the right subtle effect 
was to be achieved. 

The Shady Side of the Shire is one of 
those whimsical ideas that tend to 
strike me in my giddier moments. Most 
of these are really just three- 
dimensional cartoons that are not 
worth the elTort reąuired to do them. 
Cartoons. after all, are subjects for 
quick sketches, not full-blown oils on 
canvas. 

This idea, however, was a bit dif- 
ferent, sińce the scenery was simple 
and the few figures reąuired could easi- 
ly be modified from commercial 
castings. In short, it could retain its 
whimsical flavor without involving a 
major production. 
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Ercct a V4 " plywood “fiat” and outline Cover the mafklng tape framework Add atatic graaa along the top, Ina tali 
the ground contoura wlth a framework wlth ground materiał lamp and door, and paint. 

of masking tape 


FIGURĘ 3- SCENERY FOR “THE SHAOY SIDE OF THE SHIRE” 


The figures are by Superior, with 
minor pose modifications (my own 
favorite is the young Hobbit dubiously 
counting his coins while the others ogle 
the minimal charms of the lady in the 
doorway). Following the standard box- 
ed diorama rule of modeling only what 
can actually be seen, the lady consists 
of only a head and one hand. carefully 
positioned to suggest the rest of the 
body out of sight: they are the only 
parts scratch-built for the scene. The 
Hobbit houses are celluclay applied 
over a masking tape and plywood 
frame (see figurę 3) with styrene doors 
and modified model railroad Street 


lamps. The trees, as usual, are roots. 

The lighting is, again, very straight- 
forward, consisting only of a single 
12 v. fixture mounted to the top of the 
inner frame behind a blue filter, to give 
an overall moonlight effect, and a simi- 
lar fixture with a yellow filter behind 
the open doorway. 

The big problem with this scene pro- 
ved to be one of comic timing. For this 
kind of humorous idea to work, it is im- 
portant that the viewer should not 
catch on to the joke right away, but 
neither should he lose interest and walk 
away before seeing it. Delayed reac- 
tions of this sort are difiicult to orches- 


trate with any precision, so I gave the 
diorama several “out-of-town tryouts" 
by testing the reactions of a few friends 
before displaying it at a show. My first 
few “guinea pigs,’’ for all their good in- 
tentions, simply failed to get the idea at 
all—the red lights by themselves were 
just too subtle, and even one red light, 
with the others yellow, was still not 
enough to carry the idea across. Even- 
tually, by adding fresh clues like the 
sign and the “soiled dove" in the door¬ 
way with each successive test, I was 
finally able to get the reaction and tim¬ 
ing that I wanted. 

I rather doubt that Tolkien ever eon- 
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The watchful eyes of a retreating army, as they wait in the dark. 


sidered the possibility of a red-light dis- 
trict in the Shire, or any other part of 
Middle Earth, for that matter, but then 
the sheer implausibility of the whole 
thing is what makes this smali bit of 
Tolkieniana so unusual! 

The rest of the lighting is similar to 
The Shady Side of the Shire. General il- 
lumination is provided by a 12 v. Pix- 
ture with a blue filter. The jack 
o’iantern is lit by a grain-of-wheat bulb 
inserted from behind and masked with 
a bit of fiberglass insulation (the 
fiberglass transmits light, giving an 
even glow to the whole inside of the 
pumpkin). 

Although fantasy scenes of this sort 
do not comprise a majority of my work 
(historical subjects have and probably 


always will), nevertheless I do find 
them a delightful and refreshing 
change, a chance to free myself from 
the rigors of historical research and 
allow my mind to wander where it 
chooses. And that, I suppose, is as close 
to a fundamental definition of fantasy 
as one is likely to find anywhere. 

***** 

Napoleon invaded Russia in the sum* 
mer of 1812 with one of the largest ar- 
mies ever assembled in Europę. The 
campaign that followed was bloody but 
successful, culminating in the capture 
of Moscow in September. The Emperor 
clearly expected the Czar’s govem- 
ment to sue for peace at this point, and 
delayed a fatal two months in the 


burned-out city waiting for emissaries 
who never came. Finally, realizing that 
his army could never spend the winter 
in a city which offered little food and 
minimal shelter, Napoleon ordered a 
withdrawal to his supply base at 
Smoleńsk, nearly half the distance he 
had come. 

Thus began the long series of ghastly 
events and misfortunes that has come 
to be known as the retreat from 
Moscow. The Russian winter set in ear- 
ly, first with mud and then with snów, 
and the long columns of troops, heavily 
laden with the loot of Moscow, gradu- 
ally began to lose all form, discipline, 
and substance. Wagons, baggage, and 
artillery were abandoned in the morass 
of mud, and then men and animals 
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froze by the thousand in the bitter cold 
and snów. By the time the army reached 
Smoleńsk, it was little morę than a mob, 
and there it had to face an even morę bit¬ 
ter truth—the promised supplies were 
almost non-existent, and they would 
have to struggle all the way to the Polish 
frontier before they could find 
sustinence. The retreat continued, 
harassed with increasing vigor by the 
pursuing Russian army, who sensed a 
mortally wounded prey and were not 
about to let it go. That the army sur- 
vived at all was a minor miracle; at one 
point the ramshackle bridges thrown 
across the Berezina River were all that 
saved it. It was largely the determina- 
tion of smali groups of stragglers to sur- 
vive that kept the army from com- 


pletely disappearing. By the time they 
recrossed the Niemen into Poland, the 
main body had shrunk from the 
500,000 who had started out six 
months before to a pitiful 20,000. For 
the next month and a half, smali 
groups of stragglers poured in, each 
with its own tale of horror and depriva- 
tion. Eventually, about half of the men 
who had started out from Moscow 
retumed, many so badly shattered 
physically and emotionally that they 
never served again. The rest disap- 
peared forever in the frozen waste of the 
Russian steppes. 

Like most, this scene was in my mind 
for several years before starting work. 
The concept began with the wolves. 
The cold and menacing reflection of the 


Like most, this scene 
was in my mind for 
several years before 
starting work. The 
concept began with 
the wolves. The cold 
and menacing reflec¬ 
tion of the fire in 
their eyes is what 
really makes the 
whole scene work. 


flre in their eyes is what really makes 
the whole scene work. The idea had oc- 
cured to me several years ago when ex- 
perimenting with fiber optics for 
another diorama, and I noticed that the 
glow at the end of the fiber was visible 
only from certain angles, much like a 
reflection, and that as the viewer’s eye 
shifted from one part of the scene to the 
next. the reflections would appear and 
disappear accordingly. The only trick 
remaining was to get the fibers aimed 
in such a way that the eyes would ap¬ 
pear and disappear in pairs. rather than 
singly. 

This scene was originally intended 
for my now-standard scalę of 1/18, but 
the first tentative experiments with the 
ftgures ąuickly brought the realization 
that the space reąuired to execute it 
properly in that scalę would simply be 
too great. Accordingly, a downshift was 
madę to l/32nd, and the scene was 
brought within morę manageable size 
limits. 

The figures and cannon are a mix- 
ture of Historex materiał and the 
wolvesare converted Elastolin Alsatian 
dogs. The spacial arrangement might 
have been condensed to accommodate 
the larger size, but I wanted the “lost in 
the depths of the forest primevaT feel- 
ing that only tali trees and plenty of 
space could provide. 

Compositionally. the thing that in- 
trigued me about this scene as it devel- 
oped was the contrast of the blue night 
and the orange fire, keeping the wolves 
as a delayed impact. The color eflect 
was better than I had hoped for, and 
rheostats allowed me to control the 
degree of darkness and the glow of the 
wolves eyes to just the desired eflect. A 
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Kit reyiews 



MPC CONTINUES EMPIRE 
STRIKES BACK MPC, the model kit 
division of Fundimensions, has an- 
nounced three additions to its linę of 
STAR WARS™ plastic kits based on 
THE EMPIRE STRIKES BACK™. 
These new items should be on sale 
now, and will join the Rebel Snów 
Speeder™, Imperial Star Destroyer™, 
Millennium Falcon™, and other kits al- 
ready available. 

Two of the kits are based on the 
Hoth™ ice planet seąuence of the film, 
and the Imperial AT-AT Walker™ is in 
both of them. The first kit, to be shipped 
in August, is of the Walker itself. The 
model stands about 8” high and fea¬ 
tures a movable turret “head,“ and 
poseable legs. 

The second kit is a Hoth battleground 
diorama, with much aetion depicted on 
a 12*‘xl8“ vaeuum formed base. In- 
cluded are three Walkers. Snów Speed- 
ers, laser guns, 45 figures, and part of 
the rebel hanger with X-Wing 
Fighter™. 

Dagobah™ provides a change of loeal 
for the third kit, which is also a com- 
plete scene. This one shows Yoda™ 
and Lukę Skywalker™ inside Yoda‘s 
house, while R2-D2™ stands outside 
looking in through the window. The 
roof of the house will be removable for 
viewing the complete interior. 

Airfix 1/25 Scalę PTERANODON 

Speaking as a dinosaur fan, a really 


™: © Lucasfilm, Ltd. (LFL) 1980 


good kit of one of the many species of 
prehistorie flying reptiles has been long 
overdue. Unfortunately, now that Air- 
fLx has released their new kit of the Pter¬ 
anodon—the best known of the ptera- 
saurs—that “really good kit“ is still 
fortheoming. 

The Pteranodon is Airtix’s seventh in 
its linę of prehistorie kits. The previous 
six have all been interesting but disap- 
pointing. because Airfix has ignored all 
the revolutionary new discoveries re- 
vealing the dinosaurs to have been 
warm-blooded, dynamie, fast-moving, 
efficient. cjuick-witted, highly success- 
ful creatures not at all like the tradition- 
ally aceepted “bigstupid fossil lizards.“ 

it is now known, and has been for sev- 
eral years, that all of the pterasaurs 
were warm-blooded, active flyers who 
were covered overall with insulating 
coats of fine fur. Indeed. some of them, 
like the recently discovered Soviet 
pterasaur Sordes Pilosus , actually had 
thiek bushy thatches of body fur. 

Airfix missed it all; their Pteranodon 
is warty, scaly and badly textured. The 
head and body look like they have a ter¬ 
minal case of acne. The first thing I did 
upon opening the kit was to grab some 
coarse sandpaper and start removing 
surface detail. In addition to warts and 
scales. the wings have multiple heavy 
creases in them that look very much 
like the ribbing in a baf s wing. This is 
an unfortunate coincidence, sińce 
there are no ribs in a pterasaur s wing, 
and very little visible similarity be- 
tween bat and pterasaur wings. 
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Another failing: all pterasaurs had 
three very delicate fingers at the mid- 
joint on each wing (the leading edge 
wing spar is a fourth. elongated flnger) 
and a very elegant wing/arm skeletal 
structure that was evident through the 
skin of the wings. Airfbc s attempt to 
duplicate these features is clumsy at 
best: the “fingers’* are lit tle morę than a 
lump of plastic. The feet, which were 
also very finely constructed on the real 
animal. farę no better in plastic than do 
the fingers. 

Above and beyond the conceptual 
flaws there is a major engineering flaw; 
the parts-fit is the absolute pits. This is 
true on almost every joint. A lot of filier 
is needed. 

Then theres the method of display. 
Airfix designed its Pteranodon in a fly- 
ing attitude, which makes good sense. 
but then they give you a Iow, fiat rock 
for a base, with a pług that lits into a slot 
in the reptiles body. Having this warty 
monstrosity belly-down on a rock. flap- 
ping its wings, and carrying a fish in its 
mouth is the height of the ridiculous. 

Yes, there is a prehistorie fish in the 
kit too—it looks like some member of 
the Coelacanth family—and, aside 
from the same crummy part fit, the fish 
looks pretty good! 

Assembled, with surface de taił sand- 
ed down and gaping joints filled, and 
displayed in some other way, the over- 


all effect isn’t too bad. It has an anti- 
ąuated, lizardy sort of look, but then 
most people still expect that in a dino- 
saur. (And never mind going into why 
pterasaurs weren’t dinosaurs, it’s too 
long and complicated.) 

I can’t help doing some comparison 
of this kit with the only other kit ever 
produced of a flying reptile, which was 
Aurora’s larger scalę kit of the same an¬ 
imal. Aurora’s kit was produced before 
mamy of the new-concept discoveries, 
but even so has far less offensive skin 
detail than the AirfL\ kit. The biggest 
problem in the Aurora kit—aside from 
the same stupid fingers-and-feet 
mess—was the cutesy-poo gimmickry. 
It had hinges so the wings could flap. 


and a ball-and-socket joint in the neck. 
In overall comparison between the two, 
I find that I like the head of the Aurora 
kit better than the entire remaining 
total of both kits put together. However, 
either kit can be built up into an attrac- 
tive display piece if built by a deter- 
mined modeler who has a couple of 
good. recent dinosaur books at hand. 

Finał comment: BOO, AIRFIX! Get 
your act together! Read Adrian J. Des- 
mond‘s book, The Hot-Blooded Dino¬ 
saurs ,or JohnC. McLoughlinsArcho- 
sauria. Then, junk all your old tooling 
and start over! And take a hint from 
someone who knows—start with a De- 
inonychus! A 

—Dave Cockrum 
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MONSTER KIT CHECKLIST 


(continued from page 21) 


Kit # 

Kit Name 

Scalę 

Years 

Remarks 

637 

The Hanging Cage 

1/13 

71-71 


638 

Vampirella 

1/13 

71-71 

Two sets of arms and legs. 

641 

Dracula 

1/12 

71-71 

Two sets of arms and legs. 

642 

Dr. Jekyll and Mr. Hyde 

1/12 

71-71 

Three heads; two sets of arms. 

643 

The Giant Insect 

1/13 

71-71 

Original Aurora design. 

Monsters of the Mouies Series: These were the last monster kits madę by Aurora, and some of the Monster Scenes tooling was used. AU were snap-together. 

and all but the Japanese monsters came with glow parts. 




651 

Frankenstein Monster 

1/12 

75-77 

Climbing up hill. 

652 

The Wolfman 

1.12 

75-77 

In the woods. 

653 

Creature From The Black Lagoon 

1/12 

75-77 

Underwater scene. 

654 

Dr. Jekyll 

1/12 

75-77 

Two heards and arms from 642; new body. 

655 

Mr. Hyde 

1/12 

75-77 

Street scene; figurę parts from 642. 

656 

Dracula 

1/12 

75-77 

Descending dungeon stairs; figurę parts from 641 (no extras). 

657 

Rodan 


75-77 

Smashing downtown Tokyo. 

658 

Ghidrah 


75-77 

Destroying airport. 

LINDBERG 




272 

Krimson Terror 


65-65 


273 

Creeping Crusher 


65-65 


274 

Green Ghoul 


65-65 


275 

Mad Mangler 


65-65 



MARX 

Although these weren t kits, these one-piece polyethylene flgures of the Universal movie monsters arc includcd herc because they were very well done. 
and were in spired by the original Aurora kits. 


Frankenstein 

1/13 

63-64 


The Mummy 

1/13 

63-64 


Hunchback 

1/13 

63-64 


The Creature 

1/13 

63-64 


The Phantom 

1/13 

63-64 


Wolfman 

1/13 

63-64 


MEGO 

74040 King Kong—The Last Stand 


77-77 

All the elements of this snap-together kit are to different scales; Kong - 1/106. 

MONOGRAM 

6300 Godzilla 


78-69 

Girl - 1/60: Airplane - 1/300; the Twin Towcrs -1/1500. 

Reissue of the Aurora kit: glow. 


MPC/FUNDIMEN9IONS 

Dark Shadows Series: Both kits eontained parts that duplieated parts molded in colored styrene. These kits also had arms that were molded 
in a soft “Thermo-Plastic." The arms had a wire armaturę, and the builder could bend the Iłmbs into dilTerent positions. 

1-1550 Bamabas 1/8 70-72 


1-1552 

The Werewolf 

1/8 

70-72 


Walt Disney s Pirates of the Caribbean Series: Based on the popular Disney park attraction. eaeh kit featured “Zap/Action" moving parts triggered by 
aconcealed button. 

1-5001 

Dead Men Tell No Tales 

1/12 

73-74 

Skeleton raises arm holding gun. 

1-5002 

Hoist High The Jolly Roger 

1/12 

73-74 

Pirate swings sword. 

1-5003 

Condemned To Chains Forever 

1/12 

73-74 

Skeleton fights ofT alligator. 

1-5004 

Fate Of The Mutineers 

1/12 

73-74 

Skeleton tries to save his friend, but pulls oiT his arm. 

1-5005 

Dead Mans Raft 

1/12 

73-74 

Skeleton pops out of hatch. 

1-5006 

Ghost Of The Treasure Guard 

1/12 

73-74 

Pirate attacks skeleton guard. 

1-5007 

Freed In The Nick Of Time 

1/12 

73-74 

One skeleton cuts chain holding another. 


Walt Disney’s Haunted Mansion Series: These kits featured the same "Zap/Aetion” gimmick found in the Pirate kits. 


1-5050 

Grave Robber s Reward 

1/12 

74-74 

Body jumps out of caskct to grab grave robber. 

1-5051 

The Vampire s Midnight Madness 

1/12 

74-74 

Vampire raises arm. 

1-5052 

Play It Again, Sam! 

1/12 

74-74 

Mummy pops out of organ. 

1-5053 

Escape From The Crypt 

1/12 

74-74 

Executioner smashes chain and skeleton comes out of casket. 

Strange Change Series: Each kit features a Container that changes it*: 

contents every time it is opened. 

1-0901 

Vampire 

1/12 

74-76 

Vampire in coffin changes into bones. 

1-0902 

Mummy 

1/12 

74-76 

Mummy in sarcophagus changes from rcsl to restless. 

1-0903 

Time Machinę 

1/16 

74-76 

Time traveler goes back to the age of dlnosaurs. 


The GlganticsSeries: These kits depict giant insects smashing through city scenes. The buildings, vehiclesand flgures in these seenesare to varioussmali scales. 
and are not in proper proportion to each other. For the most part, the model insects are about two times life sizc. Cardboard backgrounds are also included. 

1 -0501 Huge Tarantula 75 - 76 

1 -0502 Colossal Mantis 75 - 76 Sold in England by Airflx, 05850-2. 76-77. 

1 -0503 Gigantic Wasp 75 - 76 

1-0504 Rampaging Scorpion 75 - 76 Sold in England by Airfbc, 05851-5. 76-77. 


Haunted Glo-Head Series: These were kits of large monster heads supported by hands: there were no bodies. Ali were snap-together and glow. 


1-0301 

The Vampire 

1/2.6 

1-0302 

The Werewolf 

1/2.6 

1-0303 

The Apeman 

1/2.6 

1-0304 

The Mummy 

1/2.6 

Others: 

1-1961 

Allen 

1/9.5 


75-77 

75-77 

75-77 

75-77 

80 - 80 From the movie: movable parts. including ‘tongue." 


MULTIPLE 

Ripley's Belieue It Or Not! Series: These kits were presented humorously. and included funny looking vłctims. But, the devices could be reworked and used 
with other. morę realistic flgures. 

979 Torturę Wheel 1/13 66 -66 

980 Torturę Chair 1/9.7 66-66 

981 Iron Maidcn 1/12 66 -66 


UPC 

Ultra Man Series: These were originally Japanese kits that were reissucd in the United States during the first American run of the Japanese TV series. 

6011 Pagos 67-69 

6012 Pegila 67-69 
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Role-Playing Games 


(continuedfrom page 33) 

started, etc. Don’t look for rules like 
something you would find in MONOPO- 
LY or any gamę like it. You should find 
that the rules read something like a 
short introduction to a novel ora play. It 
gives you just enough of the plot and 
setting to get you started, but then you 
have to play the story out. The rules 
dont give you a synopsis of the middle 
or the end—it only starts you off. 

“You’reacaveman in the middle ofa 
prehistorie jungle. There are some 
large trees and some mountains near- 
by. It is already the Stone Age. so you 
have Tire and some simple tools. There 
are others with you...” 

“You’re sitting in a bar in some large 
city. A mysterious woman passes you a 
notę. It reads: 

On the thirteenthfloor of the Smythe 
Building you will find a map. A 
treasure map. If you do not find this 
map within one hour it will be lost 
forewer. 

She whispers: “Beware. beware,” 
and disappears into the crowd. You 
don’t have much time to act. Check 
your poekets. You have a penknife, a 
smali flashlight, and about S300 in 
cash. You are trained in the martial 
arts. you are an expert elimber. and you 
once worked for a secret section of the 
CLA, where you got most of your train* 
ing. How do you intend to get the map? 

Wait a minutę, who madę all of this 
up? 

2— The Gamemaster . The rules set 
the gamę. but the Gamemaster is God. 
He has created this adventure for you. 
He creates the puzzle, the maże, the sit- 
uation, whatever. You must work it 
out. According to the rules you can do 
certain things, but you must use these 
in the world that he has created. You 
can only see as much of this as he will 
let you. 

Before any role-playing gamę can 
start, the Gamemaster has decided 
what they will be. He may give that 
story in the skyscraper. or he might de- 
eide that you will explore the depths of a 
medieval castle. , . . 

“You are standing in front of a castie 
with walls about 300 feet high. The 
walls are so slippery that you cannot 
get a foothold or a handhold. The only 
thing that you do find is a large oak door 
with a metal ring for a handle. 

‘ Inside the castle is the king’s daugh- 
ter. Rescue her and not only do you win 
her hand. but you will be rewarded 
with a fabulous treasure. But remem- 
ber. brash one. there are traps, Mon- 
sters that would not hesitate to destroy 
you, Sights that will melt your courage. 
Rooms of gold. diamonds and other 
precious things. Weapons that will help 
you—if you know how to use th^m. . . 


. . What do you wish to do?” 

Simple, just open the door. After 
you tell the Gamemaster that you are 
trying the handle, he replies that it 
doesn’t open the door. What next? 

Batter it down. 

With what? 

Oh! O.K. Pil try my sword. 

The door topples under your mighty 
blows, but you broke the sword. You 
look into the doorway and all you see is 
pitch black. . . 

Surę the Gamemaster knows what’s 
next. He knows where everything is 
and you have to find it. You have to 
imagine yourself trampirtg through 
this castle without your sword and 
without knowing what is behind the 
next comer. Thafs the fun of the gamę, 
finding out whats in storę for you and 
seeing if you can deal with it. 

Is he God? Of course he is. He created 
this world that you’re exploring. A good 
Gamemaster creates a world that is 
challenging but it can’t be so deadly 
that you get killed before you get 
anywhere. It must be life or death for 
your character, but you should be able 
to survive if you use your talents to the 
limit. A Gamemaster that “kills” off 
players too easily is no fun. A world that 
is a real challenge makes the gamę all 
the morę enjoyable. 

You’ve got the rules and the Game¬ 
master has created a “world,” what 
next? 

3—Character Generation. In real- 
life, people have certain talents, certain 
attributes like strength, intelligence. 
endurance, charisma, special skills (the 
ability to use weapons or martial arts, 
combat training, etc.). Your character 
in the gamę must be assigned such 
characteristics. Once you decide what 
character you want to play, you roli the 
special dice for the gamę that will give 
you these attributes. The higher the 
number, the morę your character will 
have of that skill, ability, and 
characteristic. The importance of these 
attributes come up very ąuickly in the 
gamę. If you have to open a door with 
your body (assuming that there is 
nothing handy to batter it with) then 
the morę strength you have, the greater 
the chances are that you will knock 
down that door. If the Gamemaster has 
created a door that has a factor of 8, and 
your strength is only 7. then you are not 
going through that door. On the other 
hand, if you encounter a monster with a 
strength of 3, and you have a strength 
of 10. you will make short work of it. 

Don ‘ t neglect the other factors of your 
character. The ability to use weapons 
might just save your life in a tight spot . 
Or intelligence might help you to outwit 
the evil wizard. Charisma will help you 
in getting other characters to follow you 
in your holy ąuest. Knowledge of witch- 
craft and black magie might be just the 
thing to take on that demon. The rules 


M fh* 

PAraimf 

Now Manufactures 

POLYHEDRA 

DICE 


★ 5 Shapes 

★ 9 Colors — Opaque 

★ 7 Colors — Transparent 

★ New Colors 

★ lmproved Ouality 

★ lmproved Availability 


Cali Us For Price Ouotations 
(3011 436-6361 or (301) 484-8322 


3424 Janellen Drive 
Baltimore, MD 21208 


FANTASY 
MAIL ORDER 



For the largest selection 
of 54mm and larger 
fantasy figures and 
yignettes. A complete 
catalog/listing is now in 
preparation for October 
release. Price $1.50. 

(Htie fflUftarfl &łjop 

laKewood Shoppmfl Center Mail Storę No 126 
5234 Pepperwood Ava . LaKewood, CA. USA 90712 
Tale <213)630 5556 
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For metal figures and 
miniatures of all types. 

Now you can spray on a 
smooth, even coat of 
primer that dries skin- 
tight without plugging or 
obscuring the fine casting 
detail of your miniaturę. 

High adherence coating 
provides an exce!!ent 
bond to metal and is re- 
sistant to chipping or flaking Velvety fiat 
finish provides just enough tooth to make 
miniatures easier to paint and detail 

This neutral light gray color cover$ easily 
and is the perfect base coat for all water- 
based or solvent based paints 

From start to finish — depend on Floquil- 
Polly S to finish your fine miniatures 

MA9 Figure-Primer 
5oz. can $2.98 



O 


Floquil-Polly S Color Corp. 

Route 30 Nofth 
Amsterdam, New York 12010 

AN COMPANY 



RUNEQUEST 

Top-Rated Fantasy Role-Playing 

ELRIC! 

Role-Playing & Miniatures Rules 
fin preparation for Spring, 1981) 

Engage & Destroy 

Contemporary Armored Miniatures 

Vive UEmpereur 

Napoleonics by Ned Zuparko 
(in preparation for Summer, 1981) 



CHA OSI UM INC. 

Box 6302-FA , Albany CA 94706 
write for our free illustrated catalog 


give you the basie attributes, the dice 
give the proportions or amounts of 
each. 

In real-life you can go to school to im- 
prove your mind, you can take fencing 
lessons. you can work out with weights 
and inerease your strength—-the same 
thing is true for most role-playing 
games. 

4— Character Improuement. When 
you first get started it is all new to you. 
Eventually you might become involved 
in a campaign. A campaign is when 
you are using the same character in 
morę than just one session of the gamę. 
If your character continues on his ad- 
ventures he will improve his attributes 
and develop some experience. As your 
character improves you must find 
morę challenging worlds. Since his 
abilities have inereased he is now 
capable of greater challenges. The com- 
plexity and danger of the worlds should 
inerease. No beginning player should 
put his character in the same gamę 
with another character that has faced 
and beaten the challenge of 10 games. 

Part of the appeal of role-playing 
games is the social aspect of the gamę; 
the characters can band together. 

5— The Party. By joining together 
players can pool their characters to try 
and overcome the Gamemasteris 
world. Combining their resources 
much like a group of people might join 
together in real-life to accomplish some 
common purpose. In a gamę like 
MONOPOLY it’s "every man for 
himself." In role-playing games there is 
a lot of chatter around the table, it may 
be mystifying to those who are not 
familiar. and it all represents com* 
munication between characters. To 
those playing the gamę, they’re just 
walking through an enchanted forest, 
and everyone is watching out for each 
other. 

Once you’ve played role-playing 
games for a while you might decide that 
you would like to be the Gamemaster in 
your own gamę. You may be hesitant 
about getting started. Have no fear. The 
gaming industry has become so sophis- 
ticated that virtually every role-playing 
gamę has supplements available. 

6— Supplements. These sup¬ 
plements have the world neatly laid out 
on a scale-map. It also gives an explana- 
tion of the basie setting of the adven- 
ture. It gives the neophyte and the ex- 
perienced Gamemaster a good start 
and a good bit of direction. In the past 
one of the disadvantages of being a 
Gamemaster was the work involved in 
creating the world. But with these new 
supplements a lot of the "hack” work 
has been eliminated. The maps are 
drawn, the adventure is laid out; all it 
needs is some finishing touches to get it 
ready to go. 

There are other types of supplements 
that are useful for the players. Record 


sheets—you can use these to keep track 
of your characters abilities and you can 
update it with any improvements. 
There are other sheets that can be used 
to keep track of your character’s ad ven- 
tures, so you know what experience he 
may have gained. 

A rather new item that has only re- 
cently become available is a “shield" 
for the Gamemaster. With this he can 
check his hidden map while the charac¬ 
ters venture forth. It also has important 
statistics printed on the other side. 

Many players like to add some real- 
ism to their gamę through the use of 
miniatures. 

7— Miniatures. With lead miniatures 
(usually 25mm scalę, about 1” tali) a 
player can make his character come to 
“life.” He can paint the figurę and either 
use it for display or he can use it in a 
gamę. Many Gamemasters are now set¬ 
ting up layouts of their adventures so 
that morę and morę players can use 
their miniatures. (You will notice that a 
large part of this magazine is devoted to 
these miniatures, may be you *11 find the 
one that can bring your character to 
life. The number of figures available on 
the market today is staggering. There 
are thousands available with new addi- 
tions constantly being added to all 
lines.) 

If you don’t believe that this can be 
fun, then you haverit seen it. Just sit in- 
on a session of a role-playing gamę, 
after you’ve seen and heard about flf- 
teen minutes of it you'11 see why these 
games are sweeping the country. But 
what else is behind the popularity? It 
seems that everyone has his own pet 
theory. 

Some people will argue that there are 
no challenges left in the world today. 
There are no dragons to slay, no fron- 
tiers to conąuer left around. So a person 
plays these games in hope of ftnding 
these lost adventures. Perhaps todays 
sterile world really needs these adven- 
tures of the mind. 

On the other hand, there are other 
people who look at society today and 
say that people have lost contact with 
each other. The feeling that we are 
somehow cutofT from others. The social 
aspect of the gamę, the interaction in, 
may be what some people are looking 
for. 

Others say it is the natural develop- 
ment of a society that has been tumed- 
otT to winning by the U.S. experience in 
Vietnam. If there is a decline in the need 
to win. then these games fit right in. 
There is no concept of winning in these 
games; there are only challenges to be 
met. You don t win money or land, you 
just get a chance to improve your 
character. With his added experience 
you can take him to another gamę. 

Maybe it’s just a fad. I don’t think so. 
It’s probably the forerunner of the 
futurę. Join in and find out. A 
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Adventures 

IN GAMING By MIKĘ KILBERT 


T he growth and success of fan¬ 
tasy gaming means that you the 
gamer will find morę and better 
products on the market. With this 
growing interest. manufacturers have 
expanded their product lines to meet 
your wishes. Five years ago, gamers 
were pręt ty much forced to buy any- 
thing that was available, now the 
choice seems endless. The fierce com- 
petition among manufacturers has im- 
proved the ąuality and selection in 
gaming items. 

For exampie, Superior Models—for 
quite a while Superior has produced 
some of the finest historical and fan¬ 
tasy/science flction Figures on the 
market, but they were always in the 
larger scales (75mm and above, or 
about 3 inches tali and larger). These 
figures were appropriate for dioramas 
and as collector pieces, but they were 
not reaily suitable for gaming purposes. 
Since many of you buy figures for use in 
your games, it was only natural that 
they would eventually introduce a 
25mm linę for both gaming and 
smaller diorama work. These one-inch- 
tall figures were designed by Ray 
Lamb, one of the finest sculptors 
around. But thats only to be expected 
sińce Superior is superior. This expan- 
sion on their part is a recognition that 
you want ąuality figures like this 
Wizards & Lizards senes. (For morę in- 
formation, contact: ALNAVCO, P.O. 
Box 9. Belle Haven, VA 23306) 

The other big news on the fantasy 



Gameshop has added a sci-fi board 
gamę, TIMELAB and a Norse myth- 
ology gamę, THE HAMMER OF THOR 


New from TSR Hobbies for their ever- 
popular ADVANCED DUNGEONS & 
DRAGONS. For those of you who play 
these two aids will help you in keeping 
records either of your adventures or of 
your character. (from TSR Hobbies. 
P.O. Box 756 Lakę Geneva. Wis. 
53147) 


gaming scene is Knights & Magick from 
Heritage Models (9840 Monroe Dr. No.. 
116 Dallas. TX 75220). It is what I 
would cali a “total system.” The 
“heart” of the system is a five-booklet 
rules set, which is a very complete set of 
rules for both fantasy role-playing and 
miniatures combat. 

But as 1 said, this very complete gam¬ 
ing system is just the heart. there is 
much morę. There are two Paint ł n Play 
sets: Merlin the Wizard and Knights of 
King Arthur. Both of these sets include 
25mm lead figures, paints, a brush, 
special gamę rules, and a painting 
guide. The rules for the Merlin set were 
designed by Greg Stafford of Rune- 
ąuest famę and it is described as a gamę 
of “magical encounters.*’ The King Ar¬ 
thur set with fourteen figures is de¬ 
signed to introduce the gamer to 
“knightly combat.” To complete the 
“system” there is a linę of 25mm med- 
ieval/fantasy figures which are availa- 
ble in smaller sets. 

Why has Heritage decided to release 
a fantasy gaming system? Because 
they feel that there are enough of you 
out there to justify such a product linę. 
Late-breaking news: Heritage has an- 
nounced that there will be a nationwide 
promotion to kick ofT the release of their 
Knights and Magick linę. It will include 
a miniatures gaming toumament and a 
painting competition. There will be 
prizes, special gifts for all who enter, 
etc. See your local dealer or contact 
Heritage. 



to their ever-expanding linę. (Game¬ 
shop 46 Dougherty St.. Manchester, 
Conn., 06040). 


■ 



MUSEUM QUALITY MINIATURES 

Catalog, paints, etc. Send S2.50-I/R 
Miniatures, P.O. Box 89, Dept. 6, Burnt 
Hills, N.Y. 12027. 


PLASTIC MODEL KITS: 

I buy and sell S.F. & the Unusual, Old & New. 
Send SASE for list. John Green 1872 W. Carol 
Dr., Fullerton, CA 92633 



Fantasy Gamę Center 
Wargame Headquarien 
for Greater New York 


1030 AM TO 600 PM DAILY OPEN TILL 9 00 ON TH U RS 
II EAST 33rd STREET. NYC. NY 10018 
We Pay Shipptng On AU Mail Orden Sorry No C O D t 


NOW, 25MM ACTI0N-P0SED 
FANTASY FIGURES 
SO REAL YOU THINK 
THEY RE M0VING! 


Heroes, vil- 
lains, barbari- 
ans, women 
and monsters 
in action 
poses, along 
with special 
characters 
such as left- 
handed fight- 
ers. Not only 
do we have 
the newest 
and best linę 
of figures, we 
also have micro space ships, solo 
dungeons and playing aids, naval 
models, SF and fantasy books, 
games, dice and much, much 
morę. 

Our 40-page, iilustrated cata- 
logue has thousands of fantasy, SF 
and wargaming items. Hundreds 
morę than anyone else. To obtain 
this great catalogue, send 40C for 
postage to: at-pak, 314 Edgley 
Ave., Glenside, pa 19038. DEALERS 
CALL(215) 887-3876. 

‘INCLUDE THE C0UP0N AND GET A 
FREE FIGURĘ 


ONE FREE 



FIGURĘ 
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Adventure Gaming (continued) 



A collection of personalities from the 
days of yore; the evil Morgan Le Fay, 
good King Arthur and one of his 
knights, and Merlin the wizard. 



A ąuartet from Norse mythology— 
Odin, Thor, a Yalkyrie, and a wizard. 



Close-up of two of the figures from Heri- 
tage s KNIGHTS AND MAGICK. 



For those of you who enjoy sci-fi role- 
playing, here are the la test additions to 
GameDesigners’Workshop’sTRAVEL- 
LER system. 

GDW 203 North St. Normal, 111 61761 



Adina Corporation 
3195 Tucker Road 
P.O. Box 348 

Cornwells Hts., PA 19020 


Why Buy Figures When You Can Buy 

CHARACTERS? 


ADINA 

CORPORATION 





Wizards on display including Merlin 
and others. 



Hard to imagine but this set is in 15mm 
(if the Evil Lord were to be standing he 
would be about l /z inch tali). His throne 
is supported by four trolls. A special 
piece from Rai Partha, 5938 Carthage 
Court Cincinnati, Ohio 45212 



These two mythical creatures give you 
some idea of the capabilities of Superior 
Models to produce such action in a 
Unicom and a Centaur. 



The latest from Adina, a 25mm Warrior 
mounted on a Flying Dragon, #C-35. 
Adina Corp. P.O. Box 348 Comwell 
Hts. PA 19020. A 
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JSjr' ftAMOG gumom 

Lałest Releases 


utohoguamm 


jroys & MODELS 

$3.95, 34 Pages (Available 

October) 

A photo-filled guide to the fantastic 
world of toys and games There s 
everythlng from Buck Rogers rocket 
skates to a mini Robby the Robot! 
Fuli-color photos showcase collec- 
tions spanning four generations 


SPACESHIPS 

(new enlarged edition) 

$7.95, 96 pages 

The most popular book in this senes 
has been expanded to three times 
the pages and updated with dozens 
of new photos from every movie and 
TV show that features spaceships-the 
dream machines! Many in fuli color 


HEROES 

$3.95, 34 pages 

From Flash Gordon to Lukę Skywalker. 
here is a thrilling photo scrapbook of 
the most shming heroes in science- 
fiction movies. TV and literaturę 
Biographies of the men and women 
who inspire us and bring triumphant 
cheers from audiences 


VILLAINS 
$3.95, 34 pages 

From Ming the Merciless to Darth 
Vader. here is a rogues gallery of the 
most evil creatures in the universe 
Their dark deeds are at the root of 
every science-fiction drama, and this 
photo lineup captures them at their 
worst 


SPICIAL IFFECTS, VOL. II 
$7.95, 96 pogos 


SPACESHIPS $2.95 
54 pages, over IOO photos 


ALIENS $7.95 

96 pages, over 200 photos 


ttMmsne WORLDS $7.95 
Wpepat,ov«f 200 photos 


SPACI ART $8.95 
($13 for deluxe) 

196 pages, fuli color throughout 

_I_I_1_I_I_I_I_L 


SPICIAL IFFECTS, VOl. I $6.95 
96 pages, fuli color throughout 

J_I_I_I_I_I_I_I_L_ 


SCIENCE FICTION WEAPONS 
$3.95 

34 pages, fuli color throughout 
_I_I_I_I_I_I_L_ 


ROBOTS $7.95 

96 pages, fuli color throughout 


spacesh/ps 


-zz postage to 

your order: 


SPACE ART 
Regular Edition. 
Deluxe Edition... 

.. $8.95 
$8.95 





$13.00 

> 





Regular Editior 

• : £ $ 

... $3.95 

SPACESHIPS 

$2.95 

S75 ea 

Deiuxe Edition 


’. r Z Z Ci; 

$' CO ea 

3rd Class 

US Book rates 

$130ea 

r Icsi 

$‘25 ea 

lst Closs 

$115 ea 

_US Priority 

$330 ea 

: - ~Z' - ' 

$2 25 ea 

Foretgn Air 

$2 25 ea 

_Canodian 

lst Class 

..A NS 

$3.95 

ALIENS. 

.... $7.95 


$795 ea 

y : I 2ii 

$'DO ea 

3rd Class 

$155 ea 

Fore*gn Air 

$595 ea 

r Z Cii 

5’ 25 ea 

lst Class 

$250 ea 

WEAPONS. 

. $3.95 

- - iy 

52 25 ea 

p oreign Air 

$400 ea 

3rd Class 

$75 ea 

SPACESHIPS 


FANTASTIC 


ist Class 

$115 ea 

orged 

$7.95 

WORLDS 

$7.95 

Foreign Air 

$225ea 

> : Z Z :; 

:: ea 

_3rd Oass 

$155 ea 

ROBOTS 

.. $7.95 


:2 5C ea 

is ł Cioss 

$250 ea 

_3rd Class 

SlOO ea 

: • f c c 

>c x ea 

Fore»gn Air 

$400 ea 

_lst Class 

$155 ea 

S>E-C A. IFFECTS 

VOL 11 


Fore»gn Ajr 

$250 ea 


$795 

SPECIAL EFFECTS 

$6 95 

TOYS & MODELS 

$3.95 


Send to: 

STARLOG GUIDEBOOKS total enclosed: $_ 

Dept. FM-2 NYS residents add sales tax 

475 Park Avenue South Please allow 4 to 6 weeks for delivery of 3rd Class 
New York. NY 1OO16 mail. First Class delivery usually takes 2 to 3 weeks. 


Name 


Address 


State Zip 

ONLY U.S., Australia and New Zealand funds accepted 


Ali Books In This 
Special Series 

Ouality high-gloss paper throughout. 

B*g 8'/4"xll" page format. 

< 3 re photos and valuable reference data. 

A must for every science fiction library! 

~~-e perfect gift for any SF fan! 

-vailable at Waldenbooks, B. Dalton Booksellers 
other fine bookstores. Or order directty, using 
coupon below. 


t.r 


SPECIAL 


trros. 






































































OUR BRAND NEW MAGAZINE! 



From magnificent heroes and sexy 
heroines to dragons and elves and 
dinosaurs and all the other incredible creatures 
of fantasy, here are color photos galore in 
each exciting issue. 


Experts of the field have called military 
models the greatest fantasy of all—here are 
colorful troops of all ages in history— 
famous warriors in fuli regailia— 
powerful horses, scenes of battle and action. 


Fantastic miniaturę settings for fantasy figures— 
how to assemble ornate furniture, props, 
painted backgrounds, and special lighting for 
dramatic effects. 


KKboshlng 

Spaceshlps 


Modeiing 


At last... 

a professional, full-color 
magazine that covers 
everything in 
the wonderful world 
of modeiing! 



Science fiction hardware, one of the most 
popular branches of fantasy modeiing, 
explored in each issue in vivid, detailed color 
photos and step-by-step construction 
pictures. 


This aspect of fantasy modeiing is a grow- 
ing new excitement around the world— 

Professional war games, board games, A look into the private showcases of serious 
electronic games, participation games and collectors—rare and wonderful items 
all sorts of wild, wonderful fantasy games that have been accumulated and preserved 
'that have been invented and produced over the years. 

by local fans and companies. 

From plastic to metal, each issue includes 

A reviewof valuablepublicationswhichyou information on the most outstanding 
ought to have on your library shelf—books manufactured kits available—their faults, 
about modeiing, fantasy and science behind-the scenes looks at their making, and 
fiction art, interesting related topics. the best examples of assembly-line models. 


Send cash, check or money order to: Dept. FM-2 

FANTASY MODELING 475 Park Ave. South New York, NY 10016 


Yes, at last I can subscribe to a magazine that covers everything In the wonderful World of modeiing. 


The two most popular methods of model 
building—the creative differences between 
them—some incredible examples ofeach 
approach in every issue. 


NOT AVAILABLE AT NEWSSTANDS 
SUBSCRIBE TODAY AND SAVE!!! 
(Regular cover price: $2.50 per issue) 


One Year $8.99 
(four quarterly issues) 
U.S. and Canada 

Foreign $11.39 
(surface mail) 

Sample issue: $3.00 


NAME 

ADDRESS 

CITY 

STATE ZIP 

Satisfaction Guaranteed! 


Please allow 4 to 8 weeks for delivery of first issue. 



























